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uvE ran cvr win ii takes id be a beher 

SIRAnBISI IRAN IISTIRY’S EIEAIEST BENERAES? 



n 


oiD Tflionson’s ehsterii frojit bhdies you the nuuicE 

TO PBOHE IT. RIGHT WHERE IT CaRRTS. OR THE EREEZIHC RHSSIHH 
STEPPES linEHED WITH BHHHT OHT THHKS HHDIH THE BHTTIE- 
SCHRRED STREETS BE STHIIHGRHD BHRIHG WBRlBHlRR U. 

This is the uery first in the Campaign Series, a neiii generation of games, taking gou 
through an entire conflict from the defiant first shots to the final ufctorg. 

Strike out for the Third Reich or stand firm in defence of Mother Russia. The choice is gours. 
Either mag, match gour progress from lieutenant to Beneral, as gou min the decisiue 
battles, prone the superior might of your forces and change the course of history. 


ic BAniE GENERATOR • GIVES YOU THE POWER TO CREATE 
YOOR OWN BAniES WITHIN THE CAMPAIGN, TAKING 
AOVANTAGE OF AN ONLIMITEO MAP OESIGN OPTION 

^ PLAY AGAINST THE COMPOTER OR AGAINST AN OPPONENT 
EITHER FACE TO FACE OR VIA THE INTERNET. E-MAIL, 
MOOEM OR NOLL-MOOEM 

ic COMMANO OVER 2B0 BAHLE ONITS FROM MACHINE 
GON HNITSTOAEOLL AIR STRIKE. 


■k ASIDUDIIC IB-Ill Kiel CDUUIBIAPBICS ABB 
ABIMATIBB ■ lECBiAIIBB TBBBPS, WUPBIBY AID 
BAmEHtin IB MnicBiin iniii 

•k IBBBIIBBAI lAmE SCEBAIIBS tlEAnO BY TIE WBBID’S 
lEABIBG BAMES IK STIAIEBY GAME BESIGB 

k IBBIVAYIVE BEAl-IIMFIEAIBIES -IRHICIKG YGBIBE 
IBBIU BE ACIlBtU IT ACTWiY lAPPEBS 

★ BCEBABIB EDIYBI - bTiCK lEFEKfllCE EBB BECISIVE 
EACIBIS EIRE WEAYIEI ABB TRE MBII^ BE WBBIIBBPS 
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the latest 

to the 

Bobby^Chailton vrtap-pve^^fHSr tl^aii^g^^beil:aia«^ at support from the 

reviews^^ed PC magaaihfelraf thel^^^ the Jh-depth analysis we crave. 

These are the reasons bihiRA4§^^^ of :PG §t^ - a magaaine defeated to bringing you the 

most comprehensive PC solutions aftdlg^efeW^ 

PC Strategies voWs to aid your quest to get'^e b^ tipm your games. We will leave no stone 
unturned, no secret undiscovered and no level unattaihabl&’lU'PUr determined effort to bring you the 
very best in PC solutions, players' guides and cheats. Wherever possible we will include comprehensive 
level maps to light your passage through a game's environment - check out the Tomb Raider 11 
solution this issue - plus our team of battle-hardened experts will stop at nothing to unearth the very 
best in hints and tips for all the top titles. 

This month, as well as exposing many of Lara's best kept secrets in our massive, fully-mapped 
walkthrough, we've got complete solutions to Curse of Monkey Island and Abe's Oddysee, plus a 
comprehensive player's guide for fans of the best-selling Total Annihilation. 

Whatever your gamesplaying poison, read on and digest the solutions to the trickiest titles in 
town. And don't forget to come back next month when a fully mapped guide to Quake 11, detailing all 
the secrets, will be the main course on the menu! 
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42 Total Annihilation 

There have been many attempts to steal 
Command and Conquers real-time strategy 
crown, but Total Annihilation has emerged as 
the victor. We bring you the chance to get the 
most from GT's top title. 


06 Tomb Raider II 

When we were deciding on the cover game for 
the launch issue of PC Strategies there was only 
one game in it - Tomb Raider II. Forget all the 
inferior attempts at completing Lara's quest, 
this is the only fully-mapped PC solution! 


Abe’s Oddysee 

It's one of the best platformers ever on the PC 
and as such deserves the best in solutions. We 
bring a complete walkthrough to Abe's epic 
Oddworld Oddysee, including the answers to all 
the tricky puzzles you encounter. 


86 Corse of Monkey Island 

The third installment in LucasArts' swashbuck¬ 
ling adventure series has continued the popular¬ 
ity of the Monkey Island titles. However, there 
are plenty of tricky puzzles that would baffle 
the best of pirates, so read on for expert advice! 
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If Lara Craft had a 
our complete solutloo to Tmi 
HaUer II, she wouldo’t keep 
gettlog ieto so much trouble! 
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the key - well a key at least. 
Pick this up and swim to the 
surface but before climbing 
out check to see where the 
tiger, which will have just 
appeared, is prowling about. 
When it is safe, climb out 
and blast the tiger, then look 
for way back up the wall - 
the green mound piled up 
against it should do the 
trick. Once back up, use the 
key in the door that's 
opposite the one you came 
through at the start. 

1.5 

As soon as you open the 
door get your guns out 
and blast the nasty 
spiders that come at you 
from all angles. When 
they are all dead, climb the 
ladder in front of the door 
and blast another spider at 
the top, then collect the 
key and climb back 
down. When you reach 
the bottom of the ladder 
you will see a door to 
your right - unlock this 
with your key and 
proceed through. 


Eidos 


Developer: 

Core Design 

No. of Players: 

One 

Game Type: 

Adventure 

Price: 

£39.99 


Far left: Run over 
the pit traps and 
keep running! 

Left: Jump un the 
grating to get down 
beiow, but hoid your 
breath... 

Above: This way for 
adventure, but mind 
the tigers 


Publisher: 


LOall 

the windows at the rather nice 
view, then drop down through 
the grill in the corner, that 
leads to the next room. 

1.3 

After dropping into the water 
swim to the steps and walk up 
them, jump the gap and pull 
the switch - this will open the 
door that was previously shut. 
Before running through the 
door, get your guns out and 
be ready for three killer crows. 

1.4 

After killing the crows climb 
up onto the edge of the wall 
and take a look over the edge 
- if you can't see a pool of 
water you're on the wrong 
side, now make sure you aren't 
going to miss and take a dive 
into the pool. 

After landing gracefully 
in the water look for a 
underwater cave which holds 


LEVEL 1: 


nrrwis Gr-eal: 

1.1 

You start your adventure by 
sliding down a steep slope into 
the first room. Straight away 
run forward until you see a 
pool of water to your right, 
jump into this and wade to the 
other side or you will have a 
large tiger breathing down 
your neck. Shoot it from the 
safety of the water and then 
wade out onto the platform on 
the far side, climb up and 
follow the obvious path until 
you come to a gap that must 
be jumped. Jump this and turn 
to your right, then jump across 
the smaller gap to find the 
first secret of the game. 

Jump back over the gap 
and keep on following the 
path until you reach a room 
with barred windows. 

1.2 

There is not much to do in 
this room except look out of 






















1.6 

At the end of the short 
tunnel that follows, you 
will be jumped by yet more 
spiders, so have your guns 
ready and kill these 
quickly. Next to the 
skeleton is a medi-pack and 
some ammo - pick these up 
and run down to the large 
block. Thanks to her super¬ 
human strength, Lara can 
pull this away from the 
door. Now proceed through 
to a steep slope, which Lara 
must slide down. 

1.7 

At the bottom of the slope 
is a room filled with water. 



This next part is quite 
difficult so save your game 
here. Now start running and 
don't stop, as soon as you 
leave the tunnel turn right 
and leg it away from the two 
large boulders that are 
rolling towards you. Head 
towards the tunnel and get 
ready to jump, but not too 
soon or you will land in the 





Look to 
your left 
and you 
will see a 
ledge 
about 
halfway 
up the 

wall, use this to get past 
the blow-pipes that will 
start firing if you try to 
'wade across. At the other 
side simply drop into the 
water and climb out into 
th£ next tunnel. 


spikes. If you make this 
you will slide down a slope 
into a larger corridor but 
don't stop because the walls 
are closing in, so turn to 
your right and you will see 
a hole in the wall, climb 
into this and you are safe 
for a while. 

Again, when you start 
running don't stop, because 
the floor will collapse 
sending you plunging into a 
pit of spikes. 
Towards the end 
of the tunnel get 
ready to jump 
three swinging 
blades at ankle 
height (these can do a lot of 
damage, so get your timing 
right). If you think you have 
time there is a secret on the 
floor, but beware - the walls 
are still closing in, so unless 
you feel brave just keep 
running. You will eventually 
come to a slope that sends 
you skidding into a small 
room. No time to stop - run to 
the corner of the room and 
stand on the broken tile, 
which then breaks, sending 
ifOii falling to welcome safety. 



Phew, you made it. Along the 
tunnel in front of you are two 
large rolling blades, and just 
in front of these is a medi- 
pack. Timing is all important 
here if you are going to make 
it, so wait until they have just 
passed you, then run like the 
wind to the other side. 

1.10 

Get your guns out to deal 
with the few spiders then 
walk very carefully to the 
death-slide handle at the edge 
of the cliff. Press and hold the 
action button to grab it and 
hang on. At the bottom are 
two tigers, so have your guns 
out before you touch the 
ground and deal with them 
before continuing on through 
the hole in the wall. 

1.11 

This is it, the end of the level, 
all you have to do is run to 
the doorway and that's it. 


LEVEL 2: 

tlenidcs 

2.1 

At the start, turn and run down 
the alley, kill the dog that 
appears at the end and turn left. 

2.2 

Down the end of this second alley 
is another slavering dog and a 
dodgy guy armed with a baseball 
bat - kill them both and then 
right to get to 2.3. 

Collect the flares and push the 
switch. Now climb up through the 



trap-door that has just opened, 
then push the next switch and 
carry on climbing. Once you're up 
on the roof, turn to the window 
and climb up onto the ledge, 
shoot the window and walk 
through 2.4 to the next room. 

2.1 (Balcony] 

Shoot the guy on the balcony 
then make your way over to him 
- he will have dropped a key so 
collect it and go back to 2.2. 

2.2 

Dive into the water and then 
swim under the middle 
wooden door... 

2.5 

...to find a speedboat. Yes, 
you can drive it but you can't 
go anywhere yet, so push the 
switch on the wall and use 
the key in the lock to open 
the doors and swim out. 

2.2 

Quickly climb up out of the 
water and shoot both the 
baddie and his dog. You can 
then pick up the dead guy's 
guns and climb back up to 2.4. 
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2.4 

Turn left, kill the dog and 
then go through the door. 

2.6 

Run across the bridge and 
push the switch, then return 
into the main room and shoot 
out the window, climb up onto 
the ledge and take a running 
jump over to the canopy. 


2.2 (canopyl 


Make your way across the 
canopies and through the door 
to pull the switch, then dive 
into the water and swim to 
the boat. Drive the boat to the 
gap in the fence that covers 
one of the tunnels. 

2.7 

Drive the boat along the tunnel 
until you fall into a large room. 

2.8 

In the middle of this room, 
under the water, is a secret - 
collect this and take the only 
tunnel out. 

2.9 

To your right and up a ladder 
is yet another secret, so collect 
this and then go to the other 
side of the room and drive in 
through the double doors. Park 
your boat and swim back 
through into the main room. 

2.10 



To your right is a window, 
shoot this and go into the 
room beyond, shoot the 
baddie and collect the ammo 
he drops. Also collect the 
shotgun shells in the doorway, 
then pull the lever you find 
there and go back out 
through the window. 

2.9 

Turn to your right and climb 
up the ladder. 

2.11 

Dive into the pool and pull 
the lever before getting back 
in the boat and driving out. 

Canals 

When you get to the canals, turn 
left and follow the canal until 
you come to three gondolas 
parked in the way (these can be 
smashed up, should you 
be feeling that way 
inclined). Get out of your 
boat here and jump to the 
raised section, then onto 
the canopy - you should now see 
a bridge. Get your guns out and 
jump over to the bridge, then 
shoot the goon and his dog and 
go into the courtyard. 

2.12 

Quickly kill the man with 
the gun and collect the key 
he drops, then use this to 
open the door. Go through 
and drop down into the hole 
and pull the lever. 

Now return to your boat, 
killing anybody that gets in 
your way... 

Bang, bang, bang! 

Canals 

Once back in your boat turn it 
around and go back the way 
you came. Continue past the 


To Canals 


To Canal 

place where you started and 
turn left, quickly jump onto 
the jetty and kill the bad dude 
who will be pumping bullets 
into you. Jump back into the 
boat and carry straight on to 
the end, then turn right and 
park next to the jetty. As soon 
as you get out of your boat a 
baddie will come out of the 
door, so when he does be ready 
- kill him and go in the door. 

2.13 

Kill the rats then pull the 
lever and return to your boat. 


2.9 


2.8 


2.7 



Canals 

Turn the boat around and take 
the narrow alley on your left. 
At the end turn left again, 
then find an open door on 
your right. 

2.14 

Collect the key and look up at 
the ceiling to find the way out. 
At the top are one man and his 
dog - kill them both and pull 
the lever to open the big doors. 

Canals 

Kill the guy on the walkway 
then get back in the boat and 


Ladders are easy to spot. Jump up 
and grab them to start climbing, 
then iet go to get off again 




Isssue Or 























































[jlfe I 


Solutiioani 





to chime, you have until the 
twelfth chime to get to 
where the bombs were and 
through the double doors, so 
follow these instructions 
careful. You will need to hold 
the X button for extra speed 
all of the way, so with this 
held down head out of the 
window and straight up the 
ramp, smash through the 
windows, then when you 
land go straight forward and 
through the narrow alleyway 
that was blocked by the 
gates. At the end turn right 
and the finish will be in 
sight. Don't worry if you 
don't triumph the first time 
- simply try again from the 
last room. 


2.15 

Push the switch and return to 
the boat. 


Holding down the 
CTRL key will give yon 
more speed for doing 
spectaeolar stonts in 
the powerboat 


head back to where you 
trashed the three gondolas. 
Park by the steps and kill the 
baddie, then use the key to 
open the door but be ready for 
the guy that comes out. When 
he is dead go into the room. 


Canals 

When you get back in the boat 
carefully drive down the alley in 
front of you but stop before the 
mines, which are floating in the 
water. These must be destroyed 
before the level can be 
completed, and the only way to 
do this is drive your boat into 
them, but obviously you can't be 
in it at the time! So, find a safe 
stretch of water and practice 
jumping out of the moving boat 

- the boat will carry on going 
and this is how you can destroy 
the mines. 

When you are good enough 
have a go at the real thing, 
although it is a good idea to 
save before doing it. When you 
have done this, swim to the 
other boat that has been left on 
the level and head back to room 
2.14. When you reach here keep 
going to the end and take a left 

- there is a room on the right 
that can be driven in but don't 
do this, instead jump out onto 

one of the windows 
and shoot the guy 
inside. 


To Sewers 


Getting past these 
mines in the bnat can 
be tricky, but ynu 
shnuld get it after a 
few practice runs 


Drive the boat in 
and push the 
switch, you will now 
START notice that the door 
is shut and that to get out 
you'll have to drive out 
through one of the 
windows, so line yourself 
up with the window ,that 
is in turn lined up with the 
ramp. 

Canals 

As soon as you leave the 
room a church bell will start 
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LEVEL 3: 

Ocsr-liolis Midcsouii 




3.1 

Drive your speed boat along 
the tunnel until you come to a 
gate, this will open as you 
approach, then park at the 
jetty and kill the rats. 

Continue up the steps to your 
left and kill the guy in the 
corridor at the top, then enter 



the corridor and pull the 
switch, this will open the 
doors down by the jetty. 

3.2 

Kill the three baddies, run to 
the windows on the left of the 
room, shoot one and kill the 
two dogs that jump through. 
When they're dead go out into 
the conservatory (3.3) and run 
to the end to find ammo and a 
medi pack. Now return to the 
main room and turn left to 
look down the corridor - 
proceed with caution and 
avoid the swords - then pull 
the lever at the end and 
return to the main room. 

3.2 

Climb onto the brown sloping 
block, then jump almost 
straight away and grab onto 
the level above, pull yourself 
up and walk to the large 
block, push the block as far as 
it will go then turn to your 
left and take a running jump 
over to the opposite balcony. 
Pick up the ammo and turn to 
look at the wall vwth what 
looks like ladders stuck to it 
and grab on to it. Shimmy 
across to the opening and 
walk out onto the balcony. 

Turn to your right and 
shoot the goon on another 
balcony, then turn around and 
walk to the open end of the 
balcony, dump over to the 
canopy and you will start to 
slide backwards so hold X to 
grab on. Now shimmy across to 
the end, then pull yourself up. 


As Lara is climbing up press 
the jump button so she will 
backflip onto the next 
balcony. Turn to your left and 
walk to the end of this 
balcony, take a running jump 
and grab onto the next 
platform. Now haul yourself up 
and jump on to the canopy. 

From here you can drop down 
to the platform below and 
then across the canal, and in 
through the double doors. 

3.4 

Run up the staircase and 
through the door to 
your right. 

3.5 

Shoot the two baddies then 
run to the window, shoot it 
and walk through, kill the 
guy on the balcony and 
shoot the next window and 
walk through. 

3.6 

Kill the two guys (one sneaks 
up behind you) and the dog, 
then walk over into the 
fireplace, push the block as 
far as possible then hop on 
top of it. Follow the corridor 
until you reach a slope 
leading into the next room, 
position yourself to face the 
water and dive in thus 
avoiding the blades. 

3.7 

Climb out of the water and 
position yourself to face down 
the corridor with the flames. 
Standing on the wooden floor 
tile will turn off the flames so 
do this and then quickly run 
and jump your way to the 
end, walk up to the door and 
it will open automatically. 

3.8 

Shoot the goon and his two 
dogs before dropping into the 
room, walk to the sloping 
block directly in front of you 
and climb onto it, at the 
highest end jump up and grab 
the chandelier. Haul yourself 
up and turn to your left, jump 
across to the windows and 
pull the lever, this opens a 
trap door behind the fire. Now 
shoot out one of the windows 
and walk out onto the ledge, 
turn to the right to find the 
open trap door, drop down 



Back in room 3.9 swim 
straight forward through the 
submerged broken window and 
turn left then left again, climb 
up the ladder and you are 
back in room 3.8 
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3.8 

Again jump up to the 
chandelier but this time take 
a running jump to the middle 
one, turn to your right and 
jump the gap, pull the lever 
and jump back onto the 
chandelier. Now carry on to 
the highest chandelier then 
up to the platform. From here 
turn to your right, kill the 
rats, and jump to the ceiling 
joist, shimmy along then pull 
yourself up and align yourself 
with the next platform. A 
running jump is needed and 
your guns should be out 
ready for the thug who will 
attack when you land, shoot 
him then climb up onto the 
wall. Turn to your right and 
you will see a lever, jump 
over to it and pull it. 






Drop down onto the 
nearest chandelier and make 
your way to the lowest one, 
now turn to your left and 
jump to the hole in the wall 
containing the key. When 
you have it make your way 
to room 3.9. 


3.9 

Use the key in the lock next to 
the double doors to open them. 

3.11 

Run straight through this 
room into 3.12. 

3.12 

The book shelves are 
climbable so look up to see 
where to climb, then pull 
the lever you will find at 
the top before returning to 
room 3.11. 

3.12 

Turn right into room 3.13. 


3.13 

Climb up the first set of 
book shelves on your left, 
at the top turn around and 
jump to the platform on the 
opposite side of the room. 
Climb up the shelves to 
your left, then jump onto 
the window sill, shoot out 
the window and walk 
through. Slide down the 
canopy and jump before you 
fall off the end, you should 
land on a small balcony. 
Turn around and take a 
running jump at the sloping 
roof, turn to your right and 
jump onto the wall then in 
to the water. 


3.14 

Climb out of the water and go 



The skyline of Venice can be 
loveiy this time of year. It’s a 
pity you have to blow up a 
house to see it. Run to the end 
and go down to end the levei 




into the shed, shoot the 
baddie and collect the key, 
then return to 3.12. 

3.11 

Pull the lever here and go 
through into the next room. 

3.15 

Kill the baddies in the garden 
then go through and out of 
the door. 

3.16 

Swim left and climb up onto 
the wall, use the key in the 
detonator then run to the 
remains of the building. 

3.17 

Make your way up through 
the ruins until you reach 
the roof, then follow the 
path all the way along and 
you will come to hole - 
drop down here and then 
go down the slope to finish 
the level. 
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LEVEL 4: 

MotJise 


4.1 

From the start, jump into the 
water, avoiding the swinging 
box, and you will see a lone 
gunman. Swim to the 
opposite side of the pool and 
climb out - this must all be 
done fairly quickly - and 
shoot him full of lead. When 
he is dead, look to your left 
and you will see the pool is 
partially divided by a wall, 
dive in and swim to the other 
side of this wall to discover a 
climbable wall. About two 
thirds of the way up is a 
ledge, drop onto this and turn 
around, then climb up onto 
the next ledge, here there is a 
switch that must be pulled. 

Now return to the ladder 
and continue climbing. When 
you reach the top, move to 
the far right before dropping 
off the ladder or Lara will fall 
all the way back down and 
break both her legs. Now jump 
to the next platform and 
prepare to jump across the gap 
to the white ledge on the 
other side. When you are 
across turn to look at the 
swinging box and line yourself 
up for another big jump, you 
can make it but only by the 
tips of your fingers, which is a 





good thing because if you pull 
yourself up the box will do 
you major damage. When you 
are out of the way of the box 
pull yourself up and turn to 
the left, with the box 
swinging in front of your eyes 
look down at the hole in the 
roof that you opened earlier 
with the switch. Good timing 
is needed to miss the box and 
land in the hole so if you 
haven't saved lately, save 
before you jump. 

4.2 

Have your guns ready to deal 
with the chap who will try to 
hurt you as soon as you land. 
With him dead jump onto the 
crates to discover a key. 

As you leave another goon 
will come through the door 
and down the steps, kill him 
and make your way back to 
the swinging box. 

4.1 

From your starting position 
look right to see a flat piece 
of roof, stand close to the wall 
and take a running jump, 
when you land hold the action 
button (X) and jump off 
backwards grabbing onto the 
edge and shimmy along until 
you can drop off safely onto 
another flat bit of roof. Now 
turn so your back is facing the 
water and hop off backwards 
again. Hold X so you grab the 
edge, now shimmy along until 
you are above the window, 
drop and grab the window 
ledge then haul yourself up. 
Shoot the window and it will 
smash revealing a room with 
pieces of jagged glass 
embedded in part of the floor. 

4.3 

Staying on the window ledge, 
move as far right as possible 
and as close to the inside edge 
as possible then take a 
standing jump to the side of 
the glass. Hold the walk 
button and you can walk 
safely through the glass and 
up to the ladder on your right. 
At the top of the ladder follow 
the corridor until you reach a 
lock, here you must use the 



They don’t seem to 
liKe trespassers in 
Venice. Those 
shards of broken 
giass are instantiy 
fatai, so try not to 
step on them 



key you found in room 4.2. 
Keep going until you come to 
a ladder, climb this and you 
will be at the edge of the roof 
of a large room. Here you 
must jump onto the remaining 
roof tiles to get to the other 
side but they fall after a few 
seconds so once you start 
keep moving. When you are 
safely to the other side turn 
to your right and climb to the 
gap in the wall, follow the 
corridor until you see the roof 
of the opera house. 

4.4 



avoiding the box and grab the 
edge, haul yourself up and 
light a flare, then drop down 
into the hole at the back and 
press the switch. Now climb 
back out and shoot the two 
goons that have appeared and 
drop down into the hole that 
has opened. 


Lara tries out a new 
siimming technique 
she heard of, hut 
finds that it has a 
number of rather 
nasty side effects 


Shoot the man running around 
before dropping down onto the 
roof. As soon as you drop two 
dogs and another guy will 
come at you from your left, 
kill them and run around to 
the other side to find two 
more baddies, when this is 
done jump up onto the dome 
and head towards the swinging 
box. Take a running jump 


4.5 

In front of you are two levers, 
pull the left one to open the 
gate to your left and drop 
down the hole. Run down the 
steps and press 
the switch 
around the 
corner then 
return to the 

gate which is 4. 

now shut, jump 
up and grab the 
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Hmmm, nice view... 
through the window, 
I mean. You can 
waik through the 
broken giass, but 
don’t run or it’ii kiil 
you dead dead dead 




The fiares are very 
useful, even in the 
water. Hit the Slash 
(/] key to light one, 
then press it again 
to throw the flare 
into dark areas 


ladder and then use the gate 
to climb across into the hole. 
Now you can walk to the edge 
and look down at the 
impressive opera house. 

4.6 

After dropping down, turn to 
your left and shoot the guy 
that comes around the corner 
then turn around and run the 
opposite way, kill the baddie 
and the dog and'walk over to 
the hole in the floor. 

Carefully climb down to the 
ground floor and kill the two 
dogs and the goon. When 



4.7 

Pull the switch and then run 
to the room directly opposite 
this one. 

4.8 

Kill the two goons and stand at 
the entrance to the room. 

Jump up and grab the ledge 
above and pull yourself up, 
avoid the glass and run to the 
raised bridge. Turn to your left 
and take a running jump over 
to the ledge and shimmy along 
until you can pull yourself up. 
Pull the lever to lower the 
bridge and then jump back 
over to the walkway and go 
over the bridge. At the end of 
the walkway turn to your left 
and do a running jump over to 
the next ledge. 

Climb up to the hole in the 
wall and do another running 
jump over to the top walkway, 
turn to your right and make 
your way along jumping the 
gaps and avoiding the swinging 
sacks. When you reach the 
switch, push it and walk 
towards the slope leading into 
room 4.6. Turn around and hop 
off backwards, making sure you 
grab the bottom of the slope to 
slow yourself down, then drop 
to the floor and go down 
through the trapdoor. 


4.9 

Light a flare and turn down 
the left tunnel, turn left again 



and swim down the steps, at 
the bottom of the steps turn 
left and pull the switch. 

Dive back into the deep 
water and look for a narrow 
tunnel, swim down it to find 
a secret, then make your way 
back to the area you started 
in and swim down the wide 
steps. When you surface climb 
out in front of the ladder and 
collect the relay box then 
climb the ladder back up and 
go into the main room once 
more. 

4.6 

At the top of the ladder 
jump up to the next level 
and run around to the 
opposite side of the balcony. 
Here you must turn left and 
follow the corridor around. 
Kill the two dogs and use 
the relay box in the broken 
machine next to the lift. 
With this done you can call 
the lift by pulling the lever, 
but don't get in it yet, wait 
until it starts to go down 
and hop onto the roof and 
from here climb up the 
ladder. At the top of the 
ladder walk slowly through 
the glass to find a secret and 
some uzis, then climb back 
down the ladder and call the 
lift again. This time get in 
and try out your new uzis on 
the two baddies at the 
bottom. When they are dead 



send the lift back up using 
the switch and drop down 
the hole it leaves. 

4.16 

Swim up the steps to find a 
circuit board, then return to 
the lift shaft - once here 
look through the bars and 
you should be able to see a 
lever, swim to this and pull 
it, then swim through the 
gate that opens. Climb up the 
shaft and kill the baddie and 
the dog and follow the 
corridor along to some 
windows, shoot these and 
drop into the room beyond. 

4.11 

Pull the switch next to the 
door to open it and slide down 
the slope, jumping at the last 
second and grabbing the ledge 
at the bottom, collect the key 
and climb up to your right. 

Now turn to face where the 
key was and do a side flip onto 
the next slope, again jump at 
the bottom to avoid the fans, 
follow the corridor and kill the 
rat. Walk to the edge and do a 
standing jump over the gap. 
Turn around so your back is to 
the fan and you're on the edge 
of the hole you just jumped 
over, do a back-fhp and repeat 
to get up the next level. Go up 
one more level to get a secret - 
be careful of the fan hidden in 
the darkness behind it - then go 
back down one level and follow 
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Tomb Raider II 





“Oi Lara! Behind you!” 
Watch out for thugs 
with spanners. They 
flatten you very 
quickly it you let 
them get too 
close 



the corridor. Pull the box away 
from the door to reveal a 
switch to open it, when the 
door is open push the box out 
into the room beyond. Now 
climb up onto the ledge with 
the windows on it and shoot 
them out, go through into the 
room and push the box out on 
top of the other one and use 
these to climb up to the top 
set of windows. Kill the goon 
and return to the lift shaft, 
jump up to the next level and 
you are back in room 4.6. 

4.6 

Kill the baddie and run 
forward until you see a key 
hole. Use the key you found 
in the ventilation shafts to 
open the double doors to your 
left, hop over to these and 
drop down the other side. 


4.5 

Dodge the boulders and press 
the switch to your right, this 
will open the first gate you 
came to inside the opera 
house. Climb up the ladder 
and use the circuit board in 
the broken machine, then 
press the switch next to it. 
This has opened the curtain 
on the stage in room 4.6 so 
head for this. 

4.6 

Now head for the stage, 
killing anyone you meet on 
the way and then go through 
the now open door, which will 
take you backstage. 

4.12 

Make your way through the 
crates until you see a crate that 
is shorter than the rest - pull 
this out to reveal a switch. 

Press this and climb up towards 
the lampshade, then through 
the hole in the wall. When you 
emerge on the platform above 
the stage turn to your right and 
follow the platform along. Drop 
into the hole and jump over the 
hole in the floor to the hole in 
the wall, then pull the switch 
to open the door past the 



swinging sack. 

4.13 

When you are past the 
swinging sack drop into the 
next room avoiding the 
swinging box and battle with 
the goon who attacks you. If 
you have any uzi bullets use 
them, otherwise use the most 
powerful gun you have 
because he is very . 
hard to kill. When he 
is dead get ready —- 


for two Dobermans and 
another baddie who are easy to 
kill compared to the last guy 
and then go to the other end 
of the room, climb up onto the 
crates and make your way back 
to the hole you entered this 
room through avoiding the 
swinging boxes. To the right 
of the hole is a switch, press 
this and exit through the large 
double doors in the corner. 






From Outside 


4.10 






From Store 


4.9 




Volumes One; Issue Or 


































LEVEL 5: 

fliq 



Once you have found 
the hutton that 
opens this hatch, it 
is your way into 
the piaoe. Find the 
switch inside 
that stops the 
turning propeiier 

5.1 

From your starting position 
turn to your right and pull 
the crate three times. Climb 
over it and you will see a 
switch - this opens the door 
that leads out of this room, 
but only for a short time, so 
you must clear a path through 
the crates (only faded crates 
can be moved) and then push 
the switch. 






you may be tempted to dive 
in the water, don't - instead 
go through the door on 
your left, avoiding the 
baddies as much 
as possible. 

5.3 

Avoid the slope and 
run around the corner 


5.G 

Push the switch to turn off the 
alarm and turn right, open the 


door at the top of the 
stairs. 


Run in to the room and 
immediately turn around to 
shoot the nasty man who 
has crept up behind you, 
then run through to the 
next room. 


5.8 

As you enter a goon will come 
down the ramp: shoot him 
and turn right. 

5.9 

Yet another goon to kill, when 
he is dead look around to find 
ammo and harpoons and carry 
on to the next room. 


5.10 

Run to the second bunk on the 
left (top bunk) to collect the 
auto pistols and some more 
ammo, then climb up to the 
first bunk on the left (as you 
enter) and push the button. 


5.14 


up to the windows - the goon 
with the gun will then shoot at 
you, smashing the windows, so 
that you can escape onto the 
balcony. On the balcony turn to 
your right and drop off onto 
the platform below, here there 
is a switch that must be 
pushed to open a hatch in the 
belly of the plane, this is your 
next destination. 


plane, run to the tail 
and you will fall 
through a trap door, 

5.5 

Pick up your pistols 
then climb out of the 
water and swim right 
back to the start 
again. 


5.2 

Kill the two goons and collect 
the yellow pass and the medi- 
pack, then proceed to the 
smashed windows in 5.3. 

5.3 

Use the pass in the yellow 
card reader on the wall (it is 
hidden in the shadows, so look 
carefully) to open the double 
doors then proceed on 
through them. 


5.4 

Swim up into the hole under 
the plane and climb out, 
directly in front of you is a 
switch, push it to stop the 
propeller then leave. 

5.2 

Swim back to where you 
started and then repeat your 
movements up to the first 
switch but instead of pushing 
it, walk along the jetty that 
sticks out towards the plane, 
from here take a running 
jump onto the wing of the 
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Now run to the far end of the 
room and climb up onto the top 
right bunk - turn around and 
jump up through the hatch. Run 
along until you reach the top of 
a slope - turn around and slide 
down it backwards, and hold the 
X button to grab the edge. 

5.11 

CUmb down the ladder and turn 
to look at the two crates, pull 
the right one out and push it 
as far away from the entrance 
ladder as possible, then pull the 
left one out, and move it as 
close to the other ladder as 
possible. Use it to get a good 
jump over the flames onto the 
ladder and climb up. 

Kill the bad guy and collect 
the red pass card and carry on up 
the tunnel, there is a ladder 
halfway along here which leads 
to a secret - when you have 
climbed down carry on to the 
next room. 

5.12 

Dive in and pull the lever, quickly 
swim along the tunnel to find 
another secret behind a huge fan. 





Swim back and cUmb out into the 
other tunnel - this leads back to 
the plane room. 

5.2 

Run along the balcony and go in 
through the broken window. 

5.3 

Go through the double doors. 

5.6 

Take a left and run up the stairs. 

5.13 

Kill the goon and the dog, then 
carefully walk to the bottom of 
the ramp which will start the 
barrels rolling. Dodge them all and 
then run up the ramp to the red 
pass reader and use your red pass. 

5.14 

Kill the three baddies then 
jump up to your left. Push the 
block as far as possible, then 
go around to the other side of 
it and pull it - return to the 
other side of it to push it as 
far as it will go. Jump across 
to the other raised platform 
but ignore the large pit. 

Instead jump on the block 
you've just moved and then 
into the hole in the wall. 

5.15 

You will come to a room that 
runs alongside the previous 
room, pull the switch on the 
wall to fill the big pool then 
return along the tunnel. 



5.14 

Swim across the pool and 
walk to the edge of the next 
one. Turn right and jump 
onto the black block, then 
turn right and jump up the 
slope and pull the lever then 
return to room 5.15. 

5.15 

Drop into the hole in the 
floor and follow the tunnel 
along until you reach a slope. 
Slide into the next room. 

5.16 

The rule in this room is stay 
on the gangways and keep 
moving, so from the start 
turn left and run to the 
end, turn right and jump 
the gap. Keep going all the 
way around the room, killing 
goons as you go, until you 
are nearly back where you 
started. Kill the last baddie 
and you will see a green pass 
card in a glass cabinet - 
collect this, turn around 
and jump back to the 
previous platform. Look up 
to see a hole in the wall: 
climb up to this and run 
along the corridor back to 
room 5.15. 

If you are trying for all 
the secrets, there is one on 
one of the platform legs - 
this means you will have to 
battle all the frogmen and 
their deadly harpoons. Don't 
worry about how you get 
back up: there is a ladder in 
one of the corners. 

5.15 

Use the card in the green 
card reader and then pull 
the lever to switch the 



water into the other tank in 
room 5.14. Now 
go through the door the 
green card opened. 

5.14 

Dive in and swim through 
the tunnel to a lever - pull 
this and then continue to 
the end of the level. 


Once you have killed 
all the goons in the 
main area, use the 
green pass card in 
the card reader 



























LEVEL 6: 



Sure, smoking kills 
you, but not as fast 
as burning, or being 
chopped up by a 
huge propeiier 


6.1 

From the start, follow the 
tunnel along until you come 
the edge of a large water tank. 
Line yourself up with the 
ladder on the far wall and take 
a running jump over to it - 
you must grab the ladder or 
you will fall in the water and 
be sucked into a giant fan. At 
the top of the ladder, follow 
the corridor to find a switch - 
press this and return to the 
water, which is now safe to 
dive into. Once in the water 
swim past the fan and down a 
tunnel to find some grenades, 
then swim to the main tank 
and pull the lever, which is 
found halfway up one of 



the sides. Now swim to the 
opposite end to the fan and 
climb out, turn to your left 
and follow the corridor. 

6.2 



From b.5 



Lust in tbe dark? 
Try using one of 
tbuse flares to 
light up your iife 


6.1 


Have your guns out as 
you enter ,to shoot the 
two guys and the 
Doberman that attack 
from your left - do not 
worry about the men 
on the other side for 
the moment. When 
they are dead, line 
yourself up with the nearest 
block in the water and jump 
to it, avoiding the hook, then 
jump to the other block and 
finally to the other side. Don't 
worry about falling in because 
there is a tunnel that 
leads out at one end of 
the pool. Once on the 
other side, kill the two 
baddies and proceed to the 
next room. 

6.3 

The green stuff at the bottom 
of the slope is toxic - and will 
kill you instantly if you so 
much as touch it! So, save at 



the top and then line yourself 
up with the jetty on the other 
side. You must now slide down 
the slope, jump the hole, then 
jump the toxic waste. To make 
it to safety your jump over the 
toxic stuff must be as late as 
possible, but be warned - 
there is a fine line between 
making it and missing it. 

When you've made it, turn to 
your left and follow the 
corridor to the next room. 

6.4 

All there is in this area is a 
huge ladder - so climb it! 

When you get to the top make 
sure you move as far right as 
possible before dropping off. 
Once you are safely off the 
ladder follow the corridor to 
the next area. 

6.5 

In the far corner you'll find 
some ammo and if you look 
carefully you should also spot 
some uzis with clips. Pick all 
of these up and look down the 
hole - you will see a slope 
leading out of sight: this is 
your next route forward. Line 
yourself up so you're sure you 
will slide down backwards and 
then drop down. 



6.6 

Before you reach the bottom 
of the slope press and hold 
the X button so you grab 
the edge, then simply drop, 
and grab the next one. Haul 
your butt up and fill the bad 
guy full of lead, then turn 
left and walk along to a gap 
in the railing. Look down 
and you will see a blue 
keycard: to get this you will 
need to take a running jump 
straight at the wall and slide 
down into the hole that 
contains the card. Other 
than the card there is 
nothing here to interest 
you, so go to the hole in the 
wall and climb in. 

Follow the corridor until 
you see a ladder - this is the 
very same huge ladder that 
you climbed before, so follow 
the same steps as before until 
you are back on the walkway 
you just jumped off (to 
collect the blue pass) - but 
this time head right and use 
the pass in the reader to open 
the door. 

6.7 

When you enter this area, there 
are four dogs and a guy with a 
flame-thrower lurking about, so 
take them out (to be on the 
safe side) and then go to the 
door that's on the opposite side 
of the room to the way you 
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To anyone bot Lara Croft, those yellow and black stripes would be 
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entered and open it. 


6.8 

Get your guns out and kill the 
man inside the door, then turn 
to the pool and dive in. There 
is a tunnel at the bottom 
guarded by a diver - lure him 
out and kill him from the 
safety of dry land. When he is 
dead dive back in and swim 
into the tunnel, past the two 
gates and pull the lever, turn 
around and swim through the 
now open gate, follow the 
tunnel around to the right 
until you see a lever, pull this 
and carry on around to the 
right swim to the gate and it 
will open. Turn left and you 
are back in the pool. Climb 
out of the pool and head back 
to room 6.7. 

6.7 





Turn to your left and open the 
next door you come to. Follow 
the steps up and go through 
the open door at the top. 

6.8 

Kill the three men who come 
out of the helicopter and take 
their ammo, then carry on out 
through the main room into 
the room beyond. Turn to your 
left and you will see a corridor 
with flames on the floor; these 
must be turned off using the 
switches on either side of the 
entrance. The right one must 
be used first, followed quickly 
by the left, then without any 
hesitation you must run to the 
end of the corridor and collect 
the machine piece, turn 
around and then get out, 
without falling into the 
trapdoor that's halfway along 
- and all before the flames 
turn back on! 

When this is done turn off 
the first set of flames and 
drop into the hole (on the left 
by the trapdoor) and collect 
the Ml 6. Once this is done 
return to room 6.7. 

6.7 

Turn right from here and head 
to room 6.8. 

6.8 

Push the crate out, away from 
the door, to reveal the place 
where the machine chip must 
be inserted. With this done, 
the door will open - so go 
through, but make sure you 
have your guns out. 

6.16 

Kill the two baddies and then 
collect their ammo and health, 
then run to the far side of the 
room to collect your harpoon 
gun. When you have it, dive 
into the pool and swim along 
the tunnel. 

6.11 

At the end of the tunnel, either 
kill the two frogmen with your 




new harpoon gun, or swim to 
the surface and look for a place 
to climb out, and shoot them 
from there. If you kill them 
with your harpoon gun you 
still have to cUmb out onto dry 
land. When you've killed them 
climb up another level and 
push the switch - when this is 
done return to room 6.10. 

6.16 

When you surface and have 
clambered onto dry land, get 
your guns out to kill the two 
bad guys who appear and then 
head for room 6.8. 

6.8 

The door to the control room is 
now open, so enter and pull the 
switch on the wall. This will 
activate the crane so you can get 
to the other side of room 6.8. 

When you reach the other 
side of the pool you will see a 
red pass card next to a spinning 
blade - do not try to pick this 
up or you will die. Instead jump 
on top of the crates in the 
corner and then drop behind 
them to find a switch. Once 
you've pushed it, head to where 
you saw the helicopter take off. 

6.9 

The heU-pad will have been 
raised allowing you to access 
underneath it, so drop down and 
go through the doorway into a 
tunnel. At the end of the tunnel 
drop down again and get your 
guns out: kill the two men and 
collect the machine chip which 
one of them drops. Next go out 
of any of the doors - you will 
find yourself in room 6.7. Now 
head back to the area with the 




spinning blade. 

6.8 

Use the machine chip in the 
machine behind the spinning 
wheel to turn it off, allowing 
you to collect the last pass 
card, then head to the room 
under the helipad and use the 
card in the reader. 

6.12 

After opening the door, 
follow the corridor - killing 
anyone who gets in your way 
- until you reach a man lying 
on the floor. Walk up to him 
and the level is over. 




This guy gets to 
watch Lara change 
into her wetsuit, but 
gets killed about five 
seconds later. Still, 
at least he dies with 
a smile on his face 



tJolume Oi 


Oi 
























LEVEL 7: 

MO filstirBoms 




Rumour has it that 
Lara insisted on the 
wetsuit so that she 
didn’t clash with the 
surroundings. Swim 
fast here, or run out 
of breath and drown 


As soon as you start, turn 
around until you see some 
crates and barrels. Swim to 
these and you will see they lead 
off into the murk. Follow the 
trail, avoiding all the sharks, 
and you will come to a large 
metal structure. You are now 
looking for an anchor - hurry 
up now as you will be getting 
short of breath. Swim to the 
anchor and into the hole. 

7.1 

Swim to the surface and 
catch your breath - but don't 
hang around for too long 
because the sharks are after 
you. In the far wall is a hole 





leading into the 
next room. 

7.2 

As soon as you 
enter this room 
swim straight 
up and through 
into the next 


7.3 

When you enter this room 
look along the left hand 
wall to see the next exit 
but keep moving because 
you need air - and a shark 


is still behind you. 

7.4 

There's a lever at the other end 
of the room, on the same wall 
as the hole you came in 
through. Swim to this and pull 
it, then turn straight around 
to find a trap-door has 
opened. Swim through and you 
are safe from the shark - but 
not from drowning. 

7.5 

Swim through this room and 
head straight up through the 
hole in the ceiling. 

7.6 

Finally - some air! Once your 
lungs are full again, dive back 
under to the large group of 
crates and you should spot an 
opening to go through. 

7.7 

Swim through and climb out 
onto dry land. Run down the 
corridor and pull the lever you 
will find at the end, then 
return to room 7.6. 


7.6 




7.11 


7.11 




You can 
now make 
your way up 
to the other 
opening in 
this room 
with a few 
jumps but 
before 
entering 
get your 



7.6 

Collect the medi-pack and the 
harpoons from the dead guys, 
then look around the top of 
the room for the way out. 
When you find it, make your 
way up to the tallest block and 
take a leap of faith (you will 
make it!) to the next area. 

7.16 

This area is made up of several 
inter-connecting corridors and 
will be referred to as if it were 
one room. On entering, take the 
first right and run down to the 
right-hand turn. Stop here, turn 
around and look up to see an 
opening in the ceiling. Jump up 
to this and pull lever one inside. 
CUmb back down and continue 
along the corridor, turn right at 
the end and carry on. 

On your left is the way out, 
but it is blocked by flames, so 
these must be put out. Ignore 



on the wall has opened, 
revealing lever four, which turns 
off the other two flames. Pull it 
and start running back to lever 
two, and when you reach it, pull 
it and go! Head to where the 
flames were and, if you were 
quick enough, all the flames vh.ll 
be out and you can run past, if 
not simply repeat levers four 
and two. 


1 ^ guns out 

this and carry on to the end of 

Now it is just a case of 
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the corridor, take a right and 

pulling the final lever, which 

It Is 

pull lever two at the end. This 

opens the door. 

1 7.11 1 7.11 

has turned off two of the flames 



and shoot the bloke inside 
from your vantage point. 

7.6 

Avoid the centre of this 
room for a minute and just 
collect the shotgun shells 
and the secret. Stand against 
a wall facing the trap-door 
in the floor and run towards 
it but as soon as your feet 
touch it, jump or you'll fall 
through. The door should now 
be open, so peer over the 
edge to see two baddies. 
Shoot them, then lower 


so run back to where they were 
and pull lever three on the left- 
hand wall. Quickly move back 
off of the grates, because the 
flames do not stay off. 

Take a right and run to the 
end of the corridor, then turn 
left and keep going until you 
see some shallow water - a door 


7.11 

Directly in front of you is a big 
pool of water - drop into this 
backwards but do be ready to 
climb out again when the big 
barracuda rears its ugly head! 
Shoot it and the water will be 
safe to swim in. Dive under. 
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7.14 

Look up to where you first 
entered this room, to see that 
a previously unreachable door 
is now reachable! Climb up to 
this and jump up through into 
this room. 




7.16 

Climb up to the hole in the 
wall and haul yourself up. 


7.17 

Pull lever number two in here 
and then go all the way back 
to room 7.13 again. 


7.13 

There is yet another room that 
was previously inaccessible, 
but again, you can now climb 
up to it. 


7.18 

Pull lever number three and 
return to room 7.14. 


7.14 

When you re-enter 7.14, look 
up to your left to see a hole 
up on the wall - make your 
way over to it and climb 
inside. Follow the corridor 
until it ends at a large pool. 


7.19 

Dive in and swim down to 
the door on the left wall, 
where you'll encounter a 
diver with a harpoon. Lure 
him out into the open and 
swim up to the ledge you 
started on - then shoot 
him full of lead! Swim back 
down and follow the tunnel 
along but stop before you 
emerge in the next room 
and check that your energy 
level is full. 


7.20 

As soon as you emerge you 
will be attacked by two guys, 
one with a 
spanner and 
the other with 
a shotgun. Kill 
the shotgun 
wielder first but 
keep moving or 
his mate will 
cave your head 
in with 

pleasure. When 
they're both 
dead pick up 


then up through the trap-door 
and keep going up until you 
reach a locked trap-door. Now 
look around to find a lever - 
pull this and swim back down. 
In the bottom room you will 
now find that the trap-door 
has shut but another door has 
opened - swim into this and 
pull the lever to open the top 
trap-door, then swim back up 
to fill your lungs. 

All of this must be done 
on one lung-full of air because 


once you are through the first 
door, it will shut behind you. 

7.12 

Climb out and go along the 
corridor until you reach a hole 
and drop down it. 

7.13 

Look for another hole and 
drop down through it again. 

7.14 

Turn to your right - you will 
see a large hole in the wall. 
Head towards this and climb 
ising the crate as a step. 


Pull lever 1, which will release 
some rubble into the previous 
room, then return to that 
room to see the useful results 
of your rock dropping antics. 


7.19 







Once you are out of 
the water, keep 
moving. Shoot the 
haddies with the 
shotguns first, ciuh 
wieiders second 
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8.1 

Kill the diver and collect the 
harpoons, then swim through 
the underwater tunnel to the 
next room. 

8.2 

There's not much to do in this 
room except collect the medi- 
pack and slide down the slope, 
but before you do make sure 
you have full health because 
you will lose a lot when you 
hit the floor. 

8.3 

When you land ignore the pool 
behind you and run towards 
the archway into the next 

room. Kill the 
two baddies 
and carry on 
to the right 
hand corner 



you must pull the two boxes 
out of the way to reveal two 
corridors. Take the right one 
first and follow the corridor 
until you come to a new room. 
Get your guns out and drop 
out of the tunnel. As soon as 
you do, two guys will come 
from the front and one from 
behind, so some fancy 
footwork is required unless 
you want to get battered. 
When they are dead carry on 
to the next room. 

8.4 

When you enter this room 
look out for the guy up on the 
balcony. Kill him first and 
then look around for the other 
exit on the ground floor. Walk 
into this room carefully and 
then walk through the glass, 
up to the edge of the hole. 
Now turn so your back is to it, 
then hop off backwards, then 
grab the edge and then drop 
again to grab the edge below. 
Pull yourself up and collect 
the key. Now you can return 
to 8.3 and take the other 
tunnel. 

8.5 

Run to the back of the 
room and use the key in 
the lock - this will open 
a door next to you 
revealing a switch. Press 
this and get your guns 
out to kill the 
baddie that 
appears. When he is 
dead, run to the 
doors he appeared 
from and press the 
switch. Now 
return to 
room 8.4. 



across the 
room until you 
see a small ramp, which 
will allow you to chmb 
up onto the balcony. 
When you are up on the 
balcony turn left and 




drop off backwards to grab the 
edge, then shimmy along, past 
the door, to where the bad guy 
you shot is lying. Now pull 
yourself up and collect all his 
bullets, then run to the end of 
the balcony and jump across to 
the small section to collect a 
circuit breaker. Now go back 
and shimmy along to the door, 
enter the door and follow the 
corridor along until you see five 
doors. The only ones you can 
open for a while are the ones 
with the wheels on, and the 
first one youll come to is 
empty, so go on to the second 
door and enter this room. 

8.7 

Arrange the brown crate so you 
can pull the lever, when you 
have done this pull out the crate 
to your right which allows you 
to reach the hole at the top of 
the room. Follow the corridor 
along through 8.8, kilhng the 
baddie on the way and drop into 
room 8.9. 

8.9 

Pull the crate in the corner of 
this room towards the lever and 
you will reveal a key. Pick this 


up, and carry on moving the 
crate to the lever. When you can 
reach it, pull it to open the door 
and then exit back into the main 
corridor. Turn to your right and 
head on to the locked door. Use 
the key and enter the room. 

8.18 

Lower yourself into the room 
and then move the crate so it 
is at the end of the row of 
crates. This will then allow 
you to pull the other crate out 
of the wall and go through 
into a tunnel. 
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8.11 

When you emerge at the other 
end, walk carefully forward rmtil 
you see four cracked tiles. As 
soon as you step on the tiles they 
will crack and drop and if you fall 
into the hole you will be burnt 
aUve! Also, when you stand on 
the tiles barrels will start to roll 
down the slope on the other side. 
This means you can't just nm 
straight across, so the best way to 
do it is hop onto the first tile, 
then hop back - this will get one 
lot of banels out of the way. Next 
jump over the hole you have just 
made and jirmp back - this will 
get rid of the other lot of banels. 
Now it is safe to run across the 
two remaining tiles. 

When you are across, run up 
the slope that the banels came 
down and jump up to the hole 
in the wall... oh no, more 
barrels! But don't worry - just 
drop straight back down and 
they will go right over your 
head. When they have gone it is 
safe to cUmb up and collect a 
secret then return and turn right 
at the banels. 

8.12 

Kill the goon and drop down 
the hole in the middle of the 
room onto a barge, then into 
the water - pull the lever and 
quickly climb back out onto 
the barge, then up into the 
main room. Quickly climb 
through the door that opened 
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in the wall before it shuts. 


8.13 

Walk to the edge of the slope 
and step onto it - jump before 
you reach the trapdoor at the 
bottom because this will open 
revealing broken glass - and 
as you slide backwards down 
the other slope, grab the edge 
and hold on. Hang here for a 
while and the trap door will 
shut but you will be able to 
climb up through it 
(strangely enough). 

You can now jump up to 
the next hole and pull the 
lever. When this is done return 
to room 8.12. 

8.12 

Climb up to the only exit you 
haven't been through yet and 
follow the corridor through to 
the next room. 

8.14 

When you enter this room, 
stand on the edge of the 
balcony and shoot the three 
dudes who are taking pot 
shots at you. When they are 
dead run around to the left 
and press the switch. As 
soon as you have pressed it, 
jump backwards with the X 
button held until you fall 
off of the edge - you will 
magically land on the level 
below. Turn to your left and 
run to the next button - 
this will drain the room 
with the barge in it. When 
you have done this, 
continue around the room 
until you find another 
circuit breaker and collect 
this. When you do a 
trapdoor will open, allowing 
you to climb up to the level 
above. Exit the room and 
head for room 8.12. 

8.12 

Drop down onto the now land 
locked barge and open the 
door in the corner of the 
room. Follow the tunnel 
along and up into another 
tunnel section - run straight 



forward and drop down the 
next hole you come to. Press 
the switch and climb out, run 
back along the tunnel and 
take the right turn and then 
right again until you drop 
into room 8.5. 

Kill the two baddies and 
then press the switch you 
pressed right at the start of 
the level to shut the double 
doors, then climb back into 
the tunnel and turn left and 
left again. You can now 
collect the third circuit 
breaker. When this is done, 
head back to room 8.3. 

8.3 

Dive into the pool in the 
corner of the room and 
collect the medi-pack, 
then follow the tunnel 
along and up until you see 
a lever. Pull this and 
continue up. At the top 
quickly climb out and kill 
the three goons and walk 
into the next room. 

8.15 

As soon as you enter, turn to 
your right to see three flames 
and beside each flame, a hole to 
put a circuit breaker. As you 
insert each breaker a flame will 
go out, allowing you to pull the 
crate out, which in turn allows 
you to reach a hole in the wall. 
When you have cUmbed up to 
the hole and shot the baddie 
inside, pull the lever and walk 
to the edge of the hole. From 
here you must take a running 
jump over to the large metal 
cyhnder and then across to the 
next and again to the third. 
Now from there jump over to 
the hole in the wall and then 
dive into the water. Now swim 





8.17a 



8.16 

Follow the 
tunnel 

along to ' 
some water but 
don't dive straight in 
instead look for the 
barracuda that is 
swimming around and kill it first, 
then it is safe to wade right in! 

As you wade in the water, turn to 
your right to find some harpoons. 
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Even with the help of 
a flare, this section 
still looks pretty 
grim, but don’t 
worry, you’re nearly 
home and dry 


then go the opposite way and 
climb out of the pool in front of 
a locked door. 

8.17 

A baddie will attack from your 
right, so kill him and walk in to 
the main room. Turn to your 
left and walk forwards until you 
see a door with a wheel: open 
this and enter. 

8.18 

PuU the lever and then exit. 

8.11 

Run to the opposite end of the 
main room where a door will 
have opened. Run through 
this before it closes. 


8.18 

Push the block into the back 
wall, pull the lever and exit. 



8.17 

Again, run straight forward 
towards room 8.18, but turn 
left before entering it. Follow 
the tunnel to reach a hatch in 
the floor leading to some water. 

8 . 17 a 

As soon as you dive in two 
sharks will attack you so get 
swimming and don't stop. 
Swim right along the tunnel 
and take the first right - 
look carefully in this area 
for a key, then as soon as 
you have it, make your way 
back to the hatch. 

Obviously, be careful to 
avoid all of the sharks and 
barracudas on the way. 

8.17 

Run back to the first locked 
door you saw in this area and 
use the key to unlock it. 

8.28 

Pull the lever first of all, 
and then go over to the pit 
that's in the middle of the 



main room. 


8.17 

On the other side of the pit 
is a switch that cannot be 
reached unless a block is 
first moved underneath. The 
switch you have just pulled 
will allow you to do this as 
you can now get behind the 
block and push it into place. 
Pull the lever and head for 
room 8.20. 


LEVEL 9: 


fjlu 


Mess with the best, 
die like the rest... 



9.1 

You start this level from where 
you left the last one, which 
means you are underwater, so 
start swimming forwards 
through the first archway, then 
turn to your left to find a lever, 
this must be pulled, then carry 
on swimming the way you were 
going and up onto dry land. 

9.2 


Turn to your left and walk 



forwards, shoot the goon who 
comes at you and carry on 
through the door on your left. 

9.3 

Turn to your left and run to 
the end of the room, climb 
over the large block to your 
right and walk through the 
door in front of you. Follow 
the corridor along and drop 
down the hole, kill the two 
guys who come around the 
corner, and walk slowly out to 
where they came from. You 
must now hop back as some 
barrels roll down the slope, 
when they have stopped 
another baddie will appear, 
kill him and walk out into 
the next room. 


9.4 

Run to the top of the slope 
and stop just before it levels 
out now turn to your right 
and take a running jump over 
the flames to hang on the 
ledge, shimmy along as far as 
you can to the right and let 
go. Pull the lever and turn to 
your left and climb up. 

9.5 

Don't stop just go straight up 
the ladder and follow the 
corridor along. 

9.6 

Pull the lever and drop 
through the hole in the floor, 
and return to room 9.3. 

9.3 

Climb up onto the large block 
in front of you and then up 
onto the pistons themselves. 


8.28 

Climb up through the 
hatch that has opened in 
the roof and run along the 
corridor until you drop 
down into a new room. 

8.21 

Turn to your right and 
drop down through the gap 
in the balcony. Shoot the 
two baddies and run 
around to the doorway on 
the other side of the room 
to collect the M16 clips. 
When you have them slide 
into the water, making 
sure you miss the glass, 
and kill the two frogmen. 
With them dead look for a 
barrel on the seabed and 
swim over towards it - 
behind it is a cave. Swim 
into here and follow it 
along (you may need a 
flare) avoiding the moray 
eels and barracudas and 
swim out of the level. 



make your way from one to 
the other until you reach the 
doorway at the top of the 
room. Follow the corridor 
along, killing any baddies on 
the way until you reach a 
pushable block, push this 
three spaces forwards and walk 
to your left to another block, 
push this out of the way and 
drop down the hole into 1.6. 

9.6 

Pull the lever to return the 
pistons to their original 
positions and then climb back 
up into the tunnel you have 
just dropped out of. Make 
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your way back to the doorway 
at the top of 1.3. 

9.3 

Jump onto the pistons and 
continue to the end one. 

From here turn to your right 
to see a lever, take a running 
jump over to it and grab the 
edge, pull yourself up and 
then pull the lever. Jump 
back over to the piston and 
then lower yourself down to 
the floor, now head for room 

1.4 which is now underwater. 

9.4 

Pull the lever on your right as 
you enter 1.4 to open the 
door at the other end of the 
room. Swim to this door and 
then down through the hole 
in the floor. 

9.7 

Kill the frogman and use the air 
hole to catch a breath, then 
swim to the end of the cave and 
into a crevice, turn left and 
swim forwards close to the left- 
hand wall to avoid the eel 
hiding in a hole to the right. 
Pull the lever and get out for 
some air, don't swim to the air 
hole, instead swim almost 
straight up as you leave the 
eel's crevice to see the trapdoor 
that you have just opened. 
Surface and climb out. 

9.9 

Move over slightly to your 
left and shoot up at the 




baddie who is walking around 
on the ventilation pipes, 
jump up onto the middle 
walkway and turn around to 
face the way you came. 
Sidestep to the left until you 
are under the ventilation 
pipe where it starts to tilt 
upwards, do a standing jump 
over to the pipe in front of 
you and haul yourself up. 

Run to the right and then 
turn to the left to see a 
doorway in the wall, take a 
running jump over to it and 
follow the corridor along. 

9.9 

Kill the goon and go down the 
first corridor on your right, 
walk to the edge of the hole in 
the floor and jump forwards to 
grab onto the edge, pull 
yourself up and walk forwards 
to stand on a cracked tile, you 
will fall through into a pit 
containing a secret, collect this 
and walk slowly through the 
glass to the hole and jump out. 
Return to where you killed the 
goon and go down the other 
corridor, turn left and slide 
down the slope and jump off 
the cracked tiles before they 
break and turn left. 

9.19 

kill the barracuda in the pool 
in the middle of the room and 
walk in. In the corner of the 
pool is a cracked tile. Stand 
on this and swim through the 
hole it leaves to find another 
secret. When you have 
collected it swim back out and 
continue through room 9.10. 


9.11 

Walk almost straight forward 
to two sloping pillars facing 





each other - in the middle of 
these is a cracked tile. Jump 
onto this and you will drop 
down a little bit. Now position 
yourself so you can sideflip 
out of the hole. Now look up 
the slope to see a crack in a 
block that you can grab onto 
and shimmy along. When you 
have done this pull yourself 
up onto the flat part and 
jump towards the back of the 
room - in the highest corner 
is a doorway, drop through 
and turn right. 

9.12 



Shoot the goon who is 
coming down the ramp 
to your right and then 
go up the ramp turning 
left at the top into 
room 9.13. 

9.13 



Shoot the guy with the 
shotgun from up on the 
balcony and then run to 
the far end of the 
balcony. To your left you 
should see a crate (if you 
don't you are in the wrong 
place) which needs to be 
pulled towards you. 
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Having the carpet on 
the ceiling can 
cause confusion, but 
at least they’ve put 
the furniture the 
right way up in this 
section. Find the 
lever which opens 
the stage curtain to 
get out of this bit 



empty pool, there is a crate in 
the corner that needs to be 
pulled out to reveal a key. 



When this is done return to the 
balcony and turn left up a 
tunnel, follow the tunnel 
around into a corridor. 

9.14 

Here you will find the lock that 
fits the key, so use the key and 
then head onwards through the 
doors that have opened. Here 
you can go either left or right 
but as both routes lead to 
exactly the same place it really 
doesn't matter. 

9.15 

Kill the baddies in the seating 



area and then jump over to the 
hole in the wall, kill the two 
dudes in here and pull the 
switch. Return to the main 
area and head for the stage 
where the curtain has been 
pulled back to reveal a corridor. 

Kill the baddie and run to 
the block at the end - pull it 
out one space and hop on top 
of it, turn to your left and 
drop into the next room. 

9.19 

Turn to your left and light a 
flare, walk to the edge of 
the pit and jump over it. 


push the switch and return 
to 9.13. 

9.13 

The pool is now full so 
jump in and swim to the 
other side, climb out to 
finish the level. 



LEVEL 10: 

'Ttiive 



Lots more swimming 
in this section. Plan 
ynur mote with 
care, or yoo’re 
going to ron oot of 
air. Hey, that rhymes 




19.1 

From the start, run straight 
forward and jump out of one 
of the windows, when you 
land in the water swim to the 
left and climb out onto a 
platform. From here turn to 
your right and climb up and 
around to find a key. When 
you have it dive into the 
water and through the tunnel 
to your left, follow the tunnel 
along until you surface. 

19.2 

Climb out and kill the goon 
then turn to your left and 
drop down onto the floor, turn 
to you right and run along 
until you see another baddie. 
Kill him and carry on the way 
you were going until you see 
some crates, these need to be 
shuffled around to find a door 
and a hole for your key, use 
the key and enter the room. 

19.3 

Run down to the bottom of 
the room and drop into the 
water. Swim along the tunnel 



until it turns right - here 
there is a lever that must be 
pulled, when this done return 
to the surface and climb out, 
leave the room. 

10.2 

Turn right and run to where 
you killed the second baddie, 
climb up and run to the end of 
the raised section. Now stand 
on the trapdoor and you v/ill 
fall through. Follow the 
corridor along to a ladder climb 
this and pull the lever at the 
top, head back to room 10.3. 

10.3 

Again run down to the 
bottom and drop down the 
now dry hole. Follow the 
tunnel along to find a 
moveable block, pull this 
towards you two spaces and 
go through the doorway. 

10.4 

Follow the tunnel along and 
climb out into a cave, run 
straight forward until you 
come to a underground lake. 
Wade in and kill the two 
divers, then look for a place to 
climb out on the left-hand 
side vnth some crates on it. 
When you have found it kill 
the dude who comes out from 
behind the crates and collect 
the ammo. 




Dive into the lake and 
swim to the deepest end, here 
there should be some reeds, 
and in the middle is a secret. 
When you have it climb back 
out by the crates and turn to 
your right, run forwards until 
you come to a small pool 
separate from the rest. On the 
other side of this is a cave, 
which is where you want to 
be. Follow the tunnel along 
until you reach a baddie, kill 
him and carry on up the 
tunnel, at the top you will see 
a medi-pack and a hole in the 
floor, look carefully down the 
hole and you will see the 
yellow boat. Now, making 
sure you have full energy 
(and I mean full, not nearly 
full) lower yourself over the 
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edge of the hole and let go - 
you will land in the boat and 
you can now collect another 
key. Then return to the 
tunnel and take the left turn 
around where you killed the 
baddie, and climb up the cliff 
up to the top deck. 

Top Deck 

When you drop down onto 
the deck climb out of the pit 
and run straight forward 
down the alley and kill the 
baddie, as you reach the end 
of the alley another goon 
will appear, shoot him and 
turn to your left run along 
to some benches and look in 
the hole behind them to find 
some grenades. Continue the 
way you were going until 
you reach the edge of the 
top deck, shoot anybody you 
can from your vantage point 
and drop down onto the 
middle deck. 

Middle Deck 

Kill any remaining baddies 
then check the two back 
corners of the deck for M16 
clips and uzi bullets (the Ml 6 
clips are hidden behind a 
crate), when you have done 
this go to the swimming pool 
in the centre of the deck and 
kill the barracuda. 

Dive in and swim to the 
corner of the pool to make a 
secret door open, inside is a 
diver and a secret so kill the 
diver and collect the secret. 
Then climb out and walk to 
the front edge of the deck 
and shoot anyone you can see 
from here and lower yourself 
down on the right-hand side. 

Lower-Middle Deck 

Walk to the front of the 
deck and turn towards the 
large chunk of rock, line 
yourself up with it and take 
a running jump over to it. 
Now do the same over to 
the next rock and then 
finally over to the huge 
rusty structure. 




1D.2 

When you are safely on the 
rusty plateau run straight 
ahead and stop on the edge, 
turn around and drop off 
backwards and grab the edge, 
below you is a crack in the wall 
which you need to get down 
to, so let go of the top and 
grab the crack as you fall. Now 
shuffle along until you can pull 
yourself up, turn to the left 
and take a running jump over 
to the hole in the cave wall. 
Follow the tunnel along to a 
large cave. 

1D.5 

To get up this slope you must 
jump from platform to platform 
until you reach the top, if you 
miss a platform you slide back 
down so take your time to 
avoid excess frustration. When 
you reach the top two guys 
will attack, kill them and 
continue along the tunnel. 

Eventually you will come to 
an opening looking out over 
the top deck, walk to the edge 
and line yourself up with the 
nearest part of the cabin roof. 

Top Deck 

Take a running jump and grab 
the edge, then haul your butt 
up and run to the right, follow 
the roof around and jump the 
gap over to a trapdoor, step 
on the trapdoor and you will 
promptly fall through. 

1D.D 

Kill the baddie and follow the 
corridor until you see a box. 
Move this and press the switch 
behind it, then leave the 
room. Kill the goon and turn 
to the right, turn right at the 
end of the alley and run along 
until you see an open door on 
your right. 


1D.D 

Walk carefully into the room 
and turn to your left, light 
a flare and you will see that 
most of the floor is cracked 
tiles and the switch is on the 
other side. So, the best way 
to do it is run to the switch 
on one row of tiles and after 
pressing the switch run back 
on the other row, this is 
fairly easy as long as you 
keep moving. 

When you have got safely 
back, you should look out of 
the door to see a baddie with 
a stick approaching. Quickly 
kill him off and then leave 
the room, before heading for 
room 10.6. 

1D.6 

Do not enter 10.6, instead 
go into the door opposite 
which is now open. Follow 
the corridor along, climb 
up onto the blocks at the 
end, turn to your left and 
follow the tunnel along. 
Eventually you will come 
to a large hole in the floor. 
Look over the edge and 
you will see a key, drop 
down and collect it and 
make your way, carefully, 
down to the floor of room 
10.2 killing any baddies on 
the way. 

1D.2 

In one of the corners of this 
area is a locked door. Find it 
and use the key to enter, 
when you are inside pick up 
the seraph to finish the level. 




The main section 
consists of tots of 
btocks which yon 
must jump between. 
Take your time, as a 
slip means going 
back to the start. 
You could always 
cheat a bit and save 
after each jump 
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1D.7 

Enter the room and use your 
key in the lock to open 
the door. 
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LEVEL 11: 


The snowmobile is 
great for doing big 
jumps on. Get more 
speed by holding 
down the CTRL key, 
but don’t crash 




From the start, kill the eagle 
and run forwards, then turn to 
your right and carry on along 
the pathway. You will slide 
down a slope and drop into 
the path of some large 
boulders. Good timing will be 
needed to avoid them but it 
can be done. Once the 
boulders have passed you, get 
ready for a second lot - these 
ones can be avoided easily by 
standing in the gap on the 
left of the gully. Now continue 
along and climb into the cave. 



11.1 

Walk out onto the piece of 
rock that is sticking out and 
face the cracked wall of ice. 
Now take a running jump at it 
and you will smash right 
through the wall and then 
immediately start sliding down 
a slope. Just before you reach 
the bottom, jump and grab the 
wall in front of you, 
then shimmy right 







across to the door. 
Follow the corridor along until 
you emerge into the daylight. 



11.2 

Kill the two birds 
and then turn 
around and drop off 
the edge backwards. 
As soon as you land, 
you will slide off 
backwards, so grab 
the edge and then drop 
again. To your left is a cave - 
enter this and then follow 



the corridor along, avoiding 
any traps, until you emerge 
on a ledge overlooking the 
water. Turn to your right and 
follow the path around until 
you enter another cave; again 
follow the corridor until you 
emerge out into the sunlight. 

Turn to your right here 
and follow the ledge until you 
are facing an outcrop of rock, 
then do a running jump over 
to this. Turn to face the 
medi-pack on the other side 
of the pool, then do a 
running jump to land on the 
ledge with the medi-pack. 
Quickly kill the eagle that 
will be hassling you, then 
make your way up the rocks 
until you reach the top. 

11.3 

Kill the two baddies here and 
collect anything they drop, 
then get onto the snowmobile 
and enter the large cave. Now 
follow the cave along - 
running over any baddies on 
the way - and you will 
eventually come to a large 
area with several jumps. 

11.4 

As soon as you first enter 
this area, there is a jump 
that leads to the right. Go 
over this and you will land 
in a cave. Next turn around 
and leave the cave, turn to 
your right and follow the 
narrow gully along. To your 
left is the next jump - do 


this and then continue 
jumping until you reach a 
row of little jumps that face 
a large cave entrance. Leave 
the snowmobile here and 
head towards the cave on 
foot. 

As you approach you will 
see that the entrance is 
covered by some blocks - you 
will also see a small cave to 
the left, so climb up to this 
and follow the corridor along. 
You'll emerge behind the 
blocks and in front of two 
hungry leopards - kill these 
and then move both the 
blocks out of the entrance 
and into the tunnel you just 
came through, before 
returning to your 
snowmobile. Climb onto it 
and do the jump into the 
now clear cave entrance. 

Follow the cave along, 
making sure you take the 
jumps at full speed, until the 
path splits, then take the 
right path carefully and you 
will come to a section of 
climbable wall. 

11.5 

Climb up and pull the lever to 
open a gate at the end of the 
other path. Now return to 
where the path splits and take 
the other route, killing any 
baddies on the way. 

11.6 

Follow the path along until you 
come to a big jump - this one 
needs a good run up and full 
speed to be successfully crossed. 

11.7 

When you enter this room 
you will see a load of 
boulders at the top of a 
slope. These need to be 
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triggered so they roll down 
and out of the way, and to 
do this you need to drive 
straight across the bottom of 
the slope - hopefully you 
won't get hit by them, 
because if you do, you're 
dead! When they're gone, 
drive back across the slope 
and get off the snowmobile. 

Walk as far up the slope 
as possible and then over to 
the edge of the hole. Now 
jump up onto the slope above 
the hole and you will slide 
down. Grab the edge and 
climb down until you reach a 
cave - enter the cave and 
pick up the key, then drop 
down and get your guns out, 
ready to shoot the guy who 
is hiding behind the ice wall. 
When he is dead, you can 
carry on through the cave 
until you emerge below the 
jump in room 11.6. 

11.6 

Run diagonally across to the 
other corner and drop into a 
hole to find some grenades. 
As soon as you do, three 
leopards will appear - kill 
these and then return to the 
corner you started in. Climb 
up past the hole and up to 
the top and you'll be back at 
the place where you left 
your snowmobile. 

11.7 

Climb on and drive across the 
slope (the one where all the 
boulders were) and follow the 
tunnel around. 





where you entered the room 

- here you should see a hole 
for the key you found earlier. 
Use the key and a bridge will 
form, then get back on the 
snowmobile and drive up the 
slope that leads around the 
edge of the room. You will 
soon cross the bridge and be 
confronted by a slope loaded 
with dodgy looking boulders 

- drive fast using the X 
button and don't stop until 
you are safely past the 
danger. There is now a little 
jump, after which you emerge 
in the main room again. 

This time, however, it is 
different, as the boulders have 
smashed the ice to reveal a 
key. But beware - as soon as 
you pick it up a baddie will 
appear on a snowmobile and 
try to run you down or shoot 
you with the guns mounted on 
the front. There is no easy way 
to kill him but it can be done 
with a bit of luck. 
Alternatively, just get back on 
your snowmobile and head 
back the way you came until 
you've done the big jump - 
you'll then be safe. 

Now all you have to do is 
retrace your steps until you 
reach the shed where you first 
found the snowmobile. 


11.8 

You will emerge in a room 
with a frozen lake in the 
centre. Get off your 
snowmobile and turn to 


11.3 

Use the key to enter the shed 
and pick up all of the items you 
find inside, then pull the lever in 
the corner and get ready for the 




three guys that will come in the 
door, with all guns blazing. It is 
probably best to use the M16 if 
you have enough ammo, if not, 
make sure you that use your 
most powerful guns. 

When all three guys are 
dead collect any ammo they 
drop and exit the shed, then 
turn to your left and run to the 
now open door. Stop just before 
entering and climb up to your 
right to find a secret, then carry 
on through the door. 

11.9 

Follow the corridor along until 
you drop into a large room, get 
your guns out and get ready to 
kill the baddie who's on his 
snowmobile. When he is dead, 
collect any ammo he might have 
dropped and get onto his 
vehicle, then leave the room by 
the north exit. 

Drive slowly along until you 
come to a large pit - the best 
way to get around this is to 
literally drive up the wall! Get 
as far left as possible and drive 
up the sloped edge, then drive 
across and drop off on the other 
side. Now get off the 
snowmobile and climb down the 
ladder into the pit to collect a 
secret. When you've collected it, 
simply climb back up again and 
continue on the snowmobile. 

11.10 

YouTl emerge at the top of a large 
slope - wait here until two 
baddies on snowmobiles arrive. 

Kill them using the guns on the 
front of your nice new 
snowmobile, then drive to the 
bottom of the slope and down 
behind the stone pillar. Here you 
will find a block that can be 
pushed out of the way but as you 
push it into the next room, two 
baddies will come at you from the 
right. You can either kill them 
here or go back and jump on the 
snowmobile to use the guns on 
the front - either way, when 
they're dead you can progress 
into the next room. 



11.11 

Walk to the edge of the cliff at 
the end in to kill the baddie 
from your vantage point and 
then dive into the pool. Climb 
out of the pool - there is only 
one possible exit - and follow 
the corridor along to reach the 
end of the level. Youll find 
that the next level has even 
more surprises for you... 


Kill this guy and nick 
his snowinnhile. It’s 
better than ynur 
first nne, and has 
guns nn it tnn, which 
are very handy 




Ynu’ll need tn push 
and pull a hit tn 
clear a path fur the 
snnwmnhile. Bet ynu 
wish ynu hadn’t 
crashed the plane 
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LEVEL 12: 


OcB#^l«tBCBn«g| 

■n o rB CB s lie r^«j 


You’d have to be 
Barkhang oiad to get 
iflvolved ifl the fight 
ifl the oiooastery 




Outside Temple 

From the start, rurr forward 
and peer around the corner to 
see a fight going on between 
some monks and some goons - 
let them carry on until one 
side is dead. If the monks win, 
don't shoot at them and they 
will leave you alone - if you 
fire a single shot at any of the 
monks, all of the other monks 
on the level will be after your 
blood. 

If the baddies win, kill 
them and collect any items that 
they drop. Ignore the steps 
ahead, and instead climb up the 



ladder on the red wall. At the 
top kill the crow, then jump up 
to the next level and from here, 
up to the next. Make your way 
over to the balcony across the 
rocks, shoot out the windows 
and enter the room. 

12.1 

Run into the room and turn to 
the right, where you can leave 
or kill the monk - depending on 
what you did before - then carry 
on forward. As you enter this 
area a goon will burst in through 
the window - kill him and go 
out onto the balcony to collect 
some grenades. 

Now re-enter the room and go 
dovm the corridor, entering the 
first room you find on the left. 

12.2 

Either kill the monk or let him 
fight the baddie who sneaks up 
behind you, then climb up the big 
ladder at the far side of the room. 

Main Hall (Balcony] 



At the top of the ladder 
follow the balcony around and 
pick up the key. Now climb 
back down the ladder and go 
through to the corridor. 

12.1 

Turn to your left and use the 
key in the lock to open the 
big doors, you can then enter 
the main hall. 

Main Hall 

As soon as you enter the 
main hall, run straight 
forward and go to the steps 
to your right. Wait here 
until the monks have killed 
all the baddies, then go and 
pick up any items they have 
dropped. Now return to the 
steps and follow the path 
along, taking the first door 
on your right 


12.3 

Run down through the rooms 
until you reach some steps 
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leading up to 
your right. Go up 
these and smash 
through the 
window, dropping 
down into the 
courtyard below 
to escape the 




12.4 

If the monks are your friends, 
you are safe here, if not, get 
your guns out! Climb up the 
ladder at the back of the 
room and keep on climbing 
until you reach the top room 
and see a strange round thing 
- this is a prayer wheel and 
you need five of these to exit 
the level. So, pick it up and 
climb carefully back down to 
ground level. 

Open the door and let the 
monks kill the three baddies 
that try to come through, 
then run down the corridor 
and head back to the 
corridor that leads off the 
main hall. Turn right and 
run to the end, then turn 
left, where you should see 
flames and swinging spiked 
balls. If you have friendly 
monks, you're lucky - they 
will be busy killing the two 
baddies that have crept up 
behind you. When the two 
bad guys are dead, enter the 
area with the flames. 

12.5 

As you approach the flames 
they will go out, but only for 
a short time, so get ready to 
jump straight across as soon 
as the swinging ball is at the 
end of its swing towards you - 
if you time it right you will 
not be hit. Run through the 
small tunnel and climb out on 
the other side, carefully 
avoiding the rolling blade, and 
again jump towards the ball as 
it finishes approaching you. 
Run on through the next 
tunnel and climb out on the 
other side, taking care to 
avoid the rolling blade. 

12.B 

When you are safely through, 
collect the key and continue 
up the tunnel until you 
emerge in a room full of water. 


12.7 
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Climb out of the water and 
head for the door. At the end 
of the tunnel you will find 
yourself back in the corridor 
that leads off of the main hall. 

Main Hall 

Head back to the main hall and 
use the key in the matching lock 
on the opposite wall. This will 
open a trapdoor - guess what, 
you need to go down through it! 

12.8 

When you emerge on the 
other side of the tunnel, turn 
right and run straight up the 
hill - killing anything that 
gets in your way as you go - 
until you see a small building. 

12.9 

The door is locked, so you'll 
need to climb up the side and 
enter it through a hole in the 
roof. Once inside collect the 
prayer wheel, and pull the 
lever to open the door. When 
the baddie outside has been 
killed by the monk collect any 
items and then head back the 
way you came. 

12.8 

At the bottom, kill any baddies 
and run past the trapdoor to 
pull the lever in the next area. 
Now move out of the way while 
the monks kill any enemies 
who might be lurking around. 

Main Hall 

Just run straight across the 
main hall to the right hand 



door on the opposite wall. 

12.18 

Run past all the tables and 
into the far corner, then walk 
down the corridor until you 
come to a swinging blade - 
jump this and go into the 
door just past it to collect the 
key inside. Now return to 
room 12.1. 

12.1 

Run down the corridor and 
turn left at the end. Go to 
the door and use your new 
key, inside is another key, 
collect this and leave. Head 
for the room opposite room 
12.2, and enter. 

12.11 

Walk slowly into the room and 
turn to your left. Avoiding the 
rolling blades, run across to 
the opposite side of the room 
and use the key to open the 
door, before running through 
and up the steps. 

12.12 

In front of you is an 
alleyway which is blocked by 
flames - these must be 
extinguished before you can 
continue. Turn to your right 
and go between the two 
statues, now turn right again 
and run down to the end of 
the alley. There is a lever to 
turn off the flames, but 
beware - the switch is timed, 
so as soon as you've pulled 
it, you better start running. 
The gold things that the 



flames come out of must be 
jumped and if you are too 
close you won't be able to, so 
take care. When you reach 
the end turn left and run to 
the ladder, then climb up 
and watch as the monks kill 
off the baddies. 

When the bad guys are 
dead, collect all their ammo 
and climb down the ladder. 

Go over to the switch and 
pull it. This will open two 
trapdoors - drop down the 
one that's nearest to you. 

12.13 

Shoot the glass in the 
cabinet in the centre of the 
room and then collect the 
gemstones that are inside. 
Now go to the lever and pull 
it, and then climb up and out 
of the open trapdoor. 

12.12 

Head back towards the flame 
alley but turn left instead of 
right. At the top of the 
steps go to the middle of 
the two statues and place a 
gem in the slot - this will 
open a room behind you. 
Enter the room and pull the 
block out two spaces to 
reveal yet another prayer 
wheel. Take this and head 
back to the main hall. 

Main Hall 

Go through the middle door 
on the right hand wall of the 
main hall and climb up until 
you are looking out over the 
statue. Take a running jump 
over to the statue, then 
climb up onto its hand. From 
here jump onto the head, 
onto the other hand, then 
from there do a standing 
jump and grab the ledge. 

Haul yourself up and use 




Tomb Rdicler H 




In this level, you are 
looking for a prayer 
wheels, and of 
course they are 
hidden in some of 
the most awkward 
and unlikely places 


the other gem in the slot - 
this will open a trapdoor 
that's hidden down 
underneath the big statue - 
which is where you must 
head for next. 


12.14 

Drop into the hole, run up 
the tunnel, then climb out 
and pull the lever. Now go 
through the door that has 
just opened and push the box 
into the stream to block the 
flow of water. Leave and drop 
backwards out of the water 
outlet, grabbing onto the 
edge as you go to safely 
soften your fall. 


12.7 

You are now back in room 
12.7 - minus the water. 

Look for a discoloured block 
and climb up to it, then 
push it out of the way to 
reveal a prayer wheel. 

Collect this, leave the pool 
via the ladder and head back 
to room 12.2. 

12.2 

Now climb up the ladder to 
reach the balcony above. 


Main Hall Ibaltony] 

Run all of the way around the 
balcony to the doorway in the 
far corner and drop through. 
Walk carefully into the 
corridor and you will set a 
boulder rolling - dodge out of 
the way quickly and then run 
up the tunnel to the junction. 
Another boulder will now 
come rolling from the left, so 


Plenty of tricks and 
traps In this level, 
but at least most of 
the baddies get 
killed off by the 
monks. So make 
sure you don’t kill 
the monks, okay? 
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12.16 

At the top 


dodge this, then run left, up 
the slope. Follow the corridor 
along to the edge of a pool - 
this is a good place to save if 
you haven't recently - it's 
going to get harder! 


12.15 

Dive into the water as close 
to the right hand wall as 
possible - and stick to the 
wall, or you will be sucked 
down into the drain and 
drown. Carefully swim around 
the pool to the door in the 
opposite wall - as soon as 
you are through, the pull of 
the drain will stop and you 
can relax. Light a flare and 
run down the tunnel until 
you come to some opening 
and closing doors - stand in 
front of them and run just 
as they start to open.There 
are three lots of these and 
they must all be handled 
in just the same way. 

When you are past 
them all, continue up 
the tunnel and then 
go up the ladder 
at the end. 


of the ladder, wait for the 
monk to kill the baddie and 
then go into the adjoining 
room. This will lure another 
bad guy out - kill him and 
then light a flare. 

12.17 

First jump over the gold things 
to the top of the steps to collect 
the prayer wheel. As soon as 
you've taken it big flames will 
appear in the gold things, so 
carefully jump back down again 
between the flames and go on 
into room 12.16. 

12.16 

You can't get back the way 
you came, so pull out the 
block in the corner, which 
will allow you to leave. 

Climb up the ladder and run 
on along the corridor until 
you enter familiar territory. 
Once you have your 
bearings, head back for the 
main hall. 

Main Hall 

Go towards the room that's 
under the statue, but 
instead of going in, carry on 
around it, running around 
to the back and then up 
some steps. 



good job you've been 
spending your valuable 
time finding them, isn't it? 
Place all of the wheels 
you've collected in the 
spaces and the big double 
doors will swing open. This 
is it - you're nearly at the 
end. 

12.18 

Run up the slope to the 
gold emblem - there is 
something missing here, so 
fit the Seraph in place. This 
will open the exit to this 
level - run through and 
this level is all over. 


lEVEl 13; 


up. Now quickly kill the leopard, 
drop off the right of the steps - 
to avoid the stalactites - and 
run to the door. 


Once you have the 
cage open, slide 
down the slope and 
jump so that you 
land on the cage 
platform, then 
collect the mask 


13.1 

Drop off of the steps at the 
top to avoid the stalactites, 
then run to the door at the 
bottom of the room. 

13.2 

As soon as you enter this 
room, turn to your left and 
walk to the wall. Jump up and 
grab the crack, then shimmy 
along to the right until you 
can pull yourself up. Collect 
the secret and flares, shimmy 
back along the crack and drop 



onto the flat piece of rock. 
Run down the steps and then 
climb down the ladder. As 
soon as you get to the bottom 
get your guns out and kill the 
yeti, then continue down to 
the bottom of the cave and 
pull the switch that's by the 
barred door. 

Now go back up the ladder 
and walk to the top of the 
slope. Turn to face down the 
slope and slide down, jumping 
before you reach the bottom, 
grab the edge and pull yourself 



13.3 

Run to the bottom of the 
steps and turn around, ready 
to shoot the two baddies who 
sneak up behind you. When 
they are dead, go back up the 
steps to the bottom of the 
slope with the boulders on. 
Jump over to there and walk 
up the slope. As soon as the 
boulders start to roll, jump off 
sideways to land safely in the 
water. Climb out and shoot 
the two leopards, then run to 
the far end of the room and 
look for a small slope of rock 
underneath a ledge. Go and 
stand on the slope, then jump 
straight up to grab the edge 
and pull yourself up. 

Once you're on the ledge, 
go around to the right and run 
across the cracked tiles, then 
quickly jump onto the ladder 


before they collapse, and 
climb up. At the top of the 
ladder, jump backwards to land 
safely on a ledge behind you. 

Pull the lever to open the 
cage and slide down the slope, 
jumping before you reach the 
bottom - you should land on 
the platform with the cage on. 
Collect the Tibetan Mask and 
drop down to the ground. The 
pool is now empty and you 
need to cUmb down into it, but 
first take a look around this 
room to find a small opening - 
this leads to a medi-pack. 
Collect this, then go down the 
hole in the pool. 

13.4 

Use the mask to open the gate 
and run through, staying to 
the right to jump out of the 
way of the rolling boulders. 
When they have passed, shoot 
the leopards and look to the 
left of the slope to see a hole 
in the wall. Go to the bottom 
step nearest to it and make a 
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The Tibetan masks are pretty 
easy to find, but unfnrtunately 
sn are the dnzens nf lenpards 
prntecting them! They usuaily 
cnme nn in pairs, sn keep re¬ 
targeting ynur guns 

running jump to the hole, 
then run past the door and 
drop down into the next room. 

13.5 

Quickly kill the two leopards 
and run forwards - two more 
will appear, so kill them and 
run through the gap to the 
right, where you'll find 
another couple of leopards to 
kill! When they are all dead, 
chmb up to the ledge just 
inside the area to the left. 

Drop into the water and 
pick up the Tibetan Mask, 
then climb back out. Get your 
guns out to kill the two 
baddies who are lurking 
around. When they're dead, 
collect any items and return 
to room 13.4. 

13.4 

Run to the other side of the 
room and down the alley to 
the left of the red building, 
then run to the end and climb 
up the ladder. Shimmy over to 
the ledge and collect all the 
grenades at the end. Now drop 
down and use the Mask in the 
hole, before lighting a flare 
and entering the room. 
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13.6 

Drop into the room and turn 
left, then run right along the 
wooden platform to the end 
and turn right. Do standing 
jumps over the gaps until you 
reach the third platform and 
then pull the switch on the 
wall to open the gates - as 
soon as you do though, four 
yetis will attack from the area 
below, so be ready with your 
shotgun or another pretty 
powerful gun. 

When they are dead, run 
to the end of the platform and 
pull the block over to the 
gates, then push it into one of 
the gaps. Enter the room 
that's beyond the gates and 
pull the lever at the back of 
the room. Collect the ammo 
from the end gap and drop 
down into the centre of the 
main room. Investigate the 
two cages that the yetis came 
from to find ammo and medi- 
packs, then head back to the 
entrance of the room. Get 
your guns out as soon as you 
leave the room, and kill the 
two guys skulking outside. 
Collect any items they drop 
and head for the door just 
before room 13.5. 

Run through the door and 
along the rope bridge, moving 
to the left about halfway along 
to avoid the rolling boulders, 
then continue along to the end. 
Turn to the right, take a quick 
running jump at the ladder and 
grab on to. Climb up, then at 
the top run forward and drop 
into the pool. 

13.7 

Kill the three fish and swim 
through the cave until you 
come to a set of doors. Turn 
around and climb up onto the 




As you can see from 
the map, this is a big 
level, but fairly 
straightforward. Just 
follow the lines and 
you can’t go wr... 


rock in front of them, then do 
a running jump over onto the 
ladder and cling on. Climb up 
almost to the top and do a 
backflip onto a ledge, before 
pulling the lever and dropping 
back into the water. Head back 
to the double doors, which are 
now open, and kill the leopard 
that attacks. 

13.8 

When the leopard is dead, pull 
the lever on the block in the 
middle of the room, then walk 
out onto the right arm and do 
a running jump, down to the 
sloping blocks in front of you. 
Drop to the floor and make 
your way back to room 13.4. 

13.4 

Run straight through the now 
open double doors and do a 
running jump over the hole. 



Kill another leopard and make 
your way back up to the top 
where the boulders were. Go 
through the hole that's left by 
the boulder's destructive path. 

13.10 

There are two 
pressure 

pads on the 
' floor in this room - 
these open doors that allow 
you to progress. Run over the 
one that's nearest the door first 
and then the other one. As you 
run over the second one a door 
will open in front of you, so 
jump up to this, then jump 
over the spikes and through 
the other open door, but be 
careful not to fall down the 
hole on the other side of it. 
Now you can just climb down 
the ladder and then follow the 
corridor to reach the end of the 
level. 
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In front of you are some 
boulders on a slope - walk to 
the bottom of the slope and 
hop back one space. First jump 
forward onto the slope, then 
immediately hop back and then 
right, to dodge the now moving 
boulders. There are also some 
boulders to your left and 
exactly the same method can 
be used to get these ones 
moving as well. When they've 
smashed a way through the ice, 
drop down into the pit and kill 
the leopards, before collecting 
the ammo and medi-pack, and 
pulling the lever on the wall. 


You dofl’t woof to be 
caught hanglog 
aroufld too loog lo 
this game. You have 
to be quick to dodge 
the rolllog boulders 
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If you have to go for 
the loog drop, he 
sure you have 
eoough health left to 
survive the fall 



There are some 
yetis io these cages. 
With Lara Croft 
arouod, no wonder 
they’re so rare 



LEVEL 14l Icre 


14.1 

Shoot the bell and go through 
the door that opens. 

14.2 

Look up as you enter this 
room to see a cage full of 
yetis. Thankfully the cage is 
still locked at the moment, so 
you're safe. (For now!) Dotted 
around the floor are various 
springboards - run onto the 
two that are side by side and 
you will be sent flying into 
the air and hopefully onto a 
platform. Pull the switch and 
collect the Uzi clips before 
dropping down to the level 
below. Kill the yetis and look 
around on this floor for a 
medi-pack, then look for a gap 
in the cage on this floor. 

14.3 

Jump through the gap, collect 
the medi-pack and run around 
the corner with your guns out, 
ready to kill another yeti. Now 
pull the switch and return to 
the ground floor. 

14.2 

Look for a springboard that's 
under a thin gap, with a bell 
in front of it. Run onto the 
springboard, facing the bell, 
and shoot the bell at the top 
of your jump. You will then 
slide down the wall uninjured. 
Turn to your left and go down 


the tunnel with two gates at 
the end (one of them you 
have just opened). There is a 
springboard next to the left 
hand wall. Walk onto it, 
grabbing the ledge at the top 
of your jump. If you pull 
yourself up and turn around 
you'll see another bell - 
shooting this opens the other 
gate. Now drop back down and 
go through the gates. 

14.4 

Here there is another 
springboard against the wall, 
walk onto it facing the wall 
and grab the edge at the top 
of your jump. Shimmy across 
as far right as you can, then 
pull yourself up and jump 
straight away, getting your 
guns out at the same time. 
Jump, shoot the bell, put your 
guns away and grab the edge 
before you fall. It sounds very 
hard but it can be done. 
Shimmy back to the left and 
again pull yourself up, jump, 
then jump again whilst 
holding left on the D-pad. You 
should land on the flat area. 
Climb up through the now 
open gate and jump into the 
next room. 

14.5 

Shoot the yeti and collect the 
flares, then enter the dark hole 
that the yeti came out of. 



14.6 

Walk down the slope and 
turn right, then right again, 
walk up the dark tunnel and 
collect the secret, go back 
out into the main tunnel and 
jump onto the opposite ledge 
and collect the medi-pack. 
Now go down the main path 
and shoot the white tiger, 
turn the corner and shoot 
two more tigers, then run to 
the end of the room and 
collect the Tibetan mask 
from the raised block. Go to 
where you collected the 
secret and go down the 
opposite tunnel through a 
now open door. Follow the 
path along until you drop 
into a room. 

14.7 

Kill the yeti and run to the end 
of the room, collect the medi- 
pack and drop down next to the 
tub-hke thing into the room 
below. Get your guns out, kill 
the yeti and collect the ammo in 
one of the corners. Chmb up into 
the large gap, which turns out 
to be a balcony overlooking the 
last level. 

Run to the end and collect 
the ammo, then return to the 
other end and use the mask in 
the slot. Drop back into the 
room and chmb into the other 
hole, then run across the bridge 
to the next room. 

14.8 

Jump across to the lever and pull it 
- this will release lava onto a frozen 
pool below. Drop down and kill the 
white tigers, then dive into the 
pool, kill the fish and collect the 
Gong Hammer. 

14.9 

Swim through the cave and move 
to the far left of the pool, before 
wading out to avoid the 
stalactites. Kill the yetis then run 
down the left passage, kill 
another yeti and collect the 
grenades. Return to the main 
room and go down the other 
passage, kill yet another yeti and 
chmb up the steps. 

14.10 

stop before you enter this room 
and get ready to run down to 
the bottom-right corner. When 


you start running, don't stop or 
you will be crushed by the 
many boulders rolhng down 
behind you. 

14.11 

Follow the tunnel along until 
you reach a slope, turn 
around and slide down 
backwards, grabbing the edge 
before you drop. Now shimmy 
along as far to the left as 
possible. When you are at the 
end pull yourself up and 
jump straight away, to land 
on a flat area behind you, 
then run into the next room. 

14.12 

Take a running jump over to the 
wall and grab on, then climb up 
and through the hole. 

14.13 

Lower yourself into the hole but 
make sure you have over half 
energy or you will die when you 
hit the floor. Use the Hammer on 
the Gong and walk forward, 
down the steps, until you drop 
into the main room. Turn to the 
right and run to the end of the 
area you dropped off, jump up 
onto it and look for a hole to 
walk through. Jump onto the 
middle section, collect the item 
and jump back out. 

As soon as you land in the 
main room a huge beast will 
start to attack. It is very 
powerful so get out of its way, 
get back up to where you've 
just been and safely shoot it 
from there. If you don't have 
much ammo use your normal 
pistols, it will take a while but 
it can't attack you up there. 
When it's dead the level is over. 
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LEVEL 15: 

TterviifBlie of" 

15.1 

Run down through the two 
rooms, into the large room 
with the altar in the middle. 

As you approach you will fall 
through a trapdoor and slide 
down a slope. You then drop 
onto another slope. Jump over 
the blade then sit back to 
enjoy the ride, and after some 
considerable distance you'll 
drop into a pool. 

15.2 

Swim through the large hole 
and then wade ashore. 

15.3 

Kill the two tigers and run to 
the left side of the temple. 

Face the side of the temple 
and walk onto the 
springboard. This will catapult 
you onto the top of the 
temple. Run around to the 
other side and pull the lever, 
then drop back to the floor 
and shoot the eagle. Head to 
the edge of the water and 
after killing the fish, dive in 
and swim back through to 
room 15.2. 

15.2 

Swim to the wooden platform 
in the corner and climb out, 
then climb up the ladder to 
the top, kill the spider and 
walk to the end. 

15.4 

Turn around so you're facing up 
the corridor you've just walked 
up and drop off backwards, 
grabbing the edge as you fall. 

Climb down the ladder and when 


you reach the 
bottom, drop 
and grab the 
edge below. 

Shimmy to the 
left and pull 
yourself up, 
collect the 
secret by 

shimmying to the right, 
then go back and chmb the 
ladder. Shoot the spider and 
do a standing jump to the 
ladder, then do the 
same to get to 
the next 
ladder and 
chmb up. Pull 
yourself up into 
the corridor. Follow 
the corridor along and drop into 
the next room. 

15.5 

Go to the left of the spikes 
and climb up the ladder. Move 
across to the right and jump 
off backwards, you will land 
on a sloping ledge. If you 
jump again and you will land 
on the wall opposite. 

15.6 

Line yourself up with the 
three cracked tiles, now run 
onto the furthest one and 
stop. It will collapse and you 
will land on a block below. 
Collect the ammo and do a 
running jump into the 
doorway. As soon as you land 
you will start to slide towards 
some spikes, jump just before 
the bottom of the slope and 
you will land on another 
slope, jump again and grab the 
edge. Pull yourself up from 


here and pull the switch. 

There are some grenades on 
the floor below you, so collect 
them carefully but return to 
the ledge afterwards. Follow 
the corridor along and you 
will emerge in room 15.2. 

15.2 

Dive into the water and swim 
to the temple, where the 
double doors will now be 
open. Go through the doors 
into the next room. 

15.7 

(Ground Floor) 

stick to the middle of the 
room to avoid the swords of 
the statues, which will drop if 
you go near them. Collect the 
M16 clip and go through the 
right-hand door. 

15.8 

When you enter this room 
take a running jump over to 
the slope directly in front of 
the door. Jump before you 
reach the bottom and you will 
land on another slope, then 
jump again to the next slope, 
repeating this until you reach 
the final slope, when you need 
to grab the ledge in front of 


you. Pull 
yourself up 
and turn to the 
left, do a running jump over to 
the doorway and grab the 
edge, then pull yourself up 
and go through the doorway. 

There is a switch on the wall 
in front of you but you won't 
get chance to pull it, as the 
floor gives way and you are sent 
sUding down a slope. 

15.9 

As soon as you land, run 
towards the switch and pull it. 
Now turn around and run to 
the door that has opened 
behind you. There is no time 
to waste here because the 
walls are closing in. When 
you are finally safe to get 
out, carry on. 

15.10 

Walk onto the slope to the 
right to set the boulder 
rolling down, and jump off 
again before it squashes you. 
When it has passed, run up 
the now safe slope, but 
stop before you step onto 
the next one at the top. 

Don't step on this one 
at all, instead turn to 
the left just before it 
and jump up onto the 
block beside the slope. 

This will set the boulder 
rolling harmlessly away. To 
your left is the next slope 
and the next boulder, hop 
onto the slope to set the 
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Watch out! One of 
these doors leads to 
a ladder with a 
hlade trap half way 
down. Don’t panic 
thoogh - you can 
easily drop past it 



Once yon have fnond 
this dragon seal 
(like a Seaiion but 
nastier], you need to 
find the door and 
switch above the 
dragon statue 


boulder rolling and hop back 
to avoid it. When it has rolled 
out of the way, climb up the 
ladder and into the next room. 

15.11 

Drop into the room and go to 
the far-right corner, pull the 
lever and immediately turn to 
shoot the tiger that appears 
from behind you. On the same 
wall as the switch is a 
doorway, go to this and light a 
flare. Climb up and do a 
standing jump over to the 
ladder on the wall in front, 
climb down until you are one 
rung above the blade and get 
ready to drop past the blade. 

As soon as you are past it, 
grab the ladder again and 
continue climbing down until 
you are one rung above the 
next blade. Use the same 
method to get past this blade 
and continue down the ladder 
to the bottom. 

At the bottom are two 
rolling blades - if you time 
it right you can run through 
middle of them into the 




next area. 

15.7 

list Floor] 

Shoot the two eagles then turn 
to the left and do a running 
jump over to the switch on the 
wall - this opens the big doors 
at the other end of the room 
but only for a short time. So, 
as soon as you press it turn 
around and do a running jump 
over the gaps as fast as you 
can. It may take a couple of 
tries but it is possible. When 
you do get through follow the 
corridor along to room 15.12. 

15.12 

This bit is actually easier than 
it looks! Firstly move to the 
far-right of the wooden 
walkway and get as close to 
the first pendulum as you 
can without it hitting you. 
Wait until it starts its swing 
to the left, now run, time it 
right and you can just run 
past all of them in one go. Go 
to the right side of the 
doorway and press the switch, 
now jump to the left and 
press the other switch, then 
immediately run through the 
doorway as the door and the 
floor tile you have just 
activated are on a timer. 

15.13 

Once you are through, keep 
moving to keep ahead of the 
boulder that's rolling behind 
you. Run along the walkway 
and jump at the very end, 
grab the ledge in front of 
you and haul yourself up. 

The boulder will roll 
harmlessly beneath you. 

Pick up the Dragon seal and 
turn to the right, then do a 
running jump over to the 
platform at the side of the 
dragon and climb up to the 
door at the top, where you 
can collect the ammo and 
pull the switch. 

Kill all of the spiders and 
exit through the door on the 
other side, slide down to the 
bottom and from there do a 
running jump over to the 
wooden block beside the 
wall. Repeat this to the next 
block, then turn to face the 
sloping block to the left, do 
a running jump over to this 
and immediately jump again 


and grab the edge of the 
block in front. Pull yourself 
up and you will slide again. 
Jump before the bottom and 
grab the next ledge, then 
haul yourself up and do a 
standing jump over to the 
platform where the Dragon 
Seal was. 

To the right is a high 
wooden block, do a running 
jump over to this and from 
here to the next one. From 
this one do a standing jump 
onto the springboard and 
keep pressing forwards. As 
soon as you land a boulder 
will start to roll - simply 
drop off backwards and grab 
the edge and the boulder 
will roll harmlessly over 
you. Now pull yourself back 
up and do a standing jump 
to the next block on the 
right, then jump back 
straight away and watch as 
a boulder rolls past. Make 
your way up to the top left 
corner, killing the eagle on 
the way. 

15.14 

Pull the block out of the way 
and then run through into the 
next room. 

15.15 

Pull the lever and drop down 
the hole it opens. As soon as 
you drop, start running and 
don't stop or the boulder 
rolling down behind you will 
crush you flat! At the bottom 
turn left and slide back into 
room 15.7. 

15.7 

Shoot the tigers that are 
prowling around below you 
and drop down. Place the 


Dragon Seal in the slot next to 
the locked door and go 
through it. 

15.16 

Wait for the rolling blade to 
start its roll away from you 
and run down after it, dodge 
into the alcove, wait for it go 
past, then run to the next 
alcove and wait for it to go 
past again. Now run to the 
doorway at the end and slide 
down the slope into the next 
room. There are three switches 
in this room - pull the one 
next to the waterfall first and 
then the other two. You must 
do this quite quickly, as the 
ceiling is lowering all the time 
and it is covered in spikes. 
When you've pulled all of the 
switches, run through the 
door that opens. 

15.17 

Climb up onto the lower block, 
then jump to the high block and 
chmb up to the edge of the pool. 
Kill the fish and dive in, pull the 
lever under the water to the tight 
and swim quickly up the tunnel 
to the left. Ignore the lever on 
the wall and swim into the small 
hole in the right wall - where 
you can pull the lever - and swim 
through the gate that opens 
behind you to pull the next lever. 
Now swim back out into the main 
tunnel and pull the lever on the 
wall - this will send you rushing 
back to the first area and enable 
you to get some much needed air. 
Dive back under and swim 
through the now open gate 
opposite the tunnel. Pull the 
lever and swim back out, then 
pull the first lever you pulled 
again and swim up to the ceiling 
where a hatch has opened. CUmb 
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out of the water and walk to the 
edge of another pool 

15.18 

Shoot the fish and collect the 
ammo, now head for the door 
and walk through. 

15.19 

Run straight into the room 
and pull the switch, turn to 
the left and run to the hole in 
the floor before the spiked 
wall has chance to impale 
you. You will land in some 
water and be pulled along a 
long tunnel by a current. 

When you stop there will be a 
key in front of you, collect it 
and swim forward to collect the 
medi-pack. When you emerge 
from the tunnel you will be 
back in room 15.3. 

15.3 

Swim to room 15.2. 

15.2 

Swim to the wooden 
platform and climb out onto 
it, use the key in the lock 
and the big gate next to you 
will swing open - kill the 
fish and dive into the water. 
Swim along until you get to 
a right turn, turn here and 
turn right again, then light 
a flare and swim through 
the gate. 

15.20 

On the middle pillar is a 
lever, pull this and collect 
the medi-pack, then swim 
out through the other gate. 
Swim straight forwards and 
up through the hole in the 
floor, grab some air and kill 
the fish. 

15.21 


Pull yourself out of the water 
at the entrance of a cave and 
get your guns out - this area 
contains loads of little spiders 
and quite a few huge spiders, 
so be ready at all times. Run 
through the cave, killing 
spiders and collecting items, 
until you drop into a large 
cavern - there is a group of 
big spiders here so kill them 
and light a flare. Look for a 
block at climbable height and 
climb onto it, then jump to 
the next slightly higher block. 
Look for a ledge and make a 
jump over to it, then jump 
across a series of platforms 
until a spider attacks - kill it 
and turn to look at the egg 
sac hanging in the centre of 
the room. 

Just below the sac is the 
pillar you must jump to, so 
line yourself up with it and do 
a running jump over to it, 
then do another running jump 
to the next pillar and a 
standing jump over to the 
cave. Grab the edge and pull 
yourself up, then run up 
through the cave and do a 
running jump over to the 
pillar with the key on top. 
Collect the key, then drop into 
the water and swim back to 
room 15.3. 

15.3 

Go to the gate to the right of 
the temple and use the silver 
key, then walk on into the 
next area 

15.22 

Jump up onto the first step, 
but as soon as you do a 
boulder will roll down towards 
you, so jump out of the way 
until it goes past then jump 
back up on to the step. Do the 



same with the next step, and 
so on until you are up the 
top. Now turn left and follow 
the path along across the rope 
bridge, where you must kill 
the tiger before running into 
the next room. 

15.23 

Shoot another tiger and climb 
up onto the sloped block - 
jump straight away and you 
will land on the block behind. 
Now turn and go into the door 
in the red wall. 

15.24 

Stand at the wall on the far 
side of the room, facing the 
rolling blade. Jump forward 
when it rolls away, then 
jump again straight away 
and enter the room to the 
right. Collect the medi-pack 
and run across the bridge. 
When you get about halfway 
across, the blade will start 
to roll, so move to the left 
at the end and pull the 
switch. Now turn around and 
kill the eagle, then get 
ready for mad dash across 
the bridge. Wait until the 
blade has just started its 
journey away from you and 
follow it - you will just have 
time to dodge past as it 
starts its journey again. 

Jump past the other rolling 
blade and walk to the end of 
the platform that leads into 
this room. Turn to the left 
and take a running jump 
onto the spring board . hold 
forward all the way up the 
four springboards and on the 
last one hold X as well, so 
you grab the ledge at the 
top. Pull yourself up and kill 
the eagle, then do a 
standing jump over to the 
slope and grab the edge. Pull 
yourself up and run into the 
next room. 

15.25 

Run to the right and jump 
onto the platform next to 
the keyhole, then jump from 





Watch out for the 
spiders in this area, 
they come io a 
range of sizes, aii of 
them deadiy. The egg 
sac is hanging from 
the ceiiing jost 
above a piliar yoo 
have to jomp onto, 
so iine yourseif up 
with it very 
carefully, and do a 
running jump 


there into the sheltered 
area. Run straight to the 
block at the end and climb 
onto it, moving to the left 
to avoid getting stabbed by 
the spikes, then climb up 
the ladder. At the top, 
shimmy to the right and 
drop off, then turn around 
and climb up into the hole 
in the wall. 

A spiked wall will close 
in, so run in the opposite 
direction and jump over to 
the ladder on the wall and 
climb up. At the top go 
right and follow the corridor 
to the switch at the end, 
pull this and go back the 
way you came but turn right 
into a room with a dragon. 
Turn to the left and do a 
running jump over to the 
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A jump and a mid-air 
spin wiii get ynu 
safeiy past the biade 



ledge, then do a standing 
jump to the next one. From 
here do a standing jump 
over to the block in the 
middle, collect the key and 
drop onto the statue. Slide 
down it and jump off the 
final slope to land on a 
wooden platform. Walk down 
to the bottom wooden block 
and do a running jump 
through the gap between 
the door and the statue. 
Jump back over to where the 
lock is and use the main 
room key in it. 

Now jump back to the 
previous platform and turn 
to the right to see a 
platform that wasn't there 
before - do a running jump 


over to this and grab the 
edge. Pull yourself up and 
jump over to the ladder, 
then climb up and shimmy 
to the right. Turn around 
and jump onto the ladder, 
climb up and go into 
another room with a statue 
in it - reach the statue in 
the same way as you reached 
the first one. 

Now climb up the ladder 
and shimmy to the left - 
when you reach a swinging 
blade jump off and then 
make another jump from the 
sloping platform to the next 
ladder. Now climb up and 
again, stop below the 
swinging blade - this time 
you need to jump and spin 
in mid air to grab the ladder 
behind you. Climb up again, 
then drop off onto the ledge 
to leave this level safely 
behind, you at last phew! 





That’S one more dead tiger. At 
this rate they’ii be extinct 
before the end of the game 



Jomp ieft over to 
the gap in the cage, 
ran to the switch, 
then return and 
drnp down on to the 
siope beiow the gap 


LEVEL 16: 


Due to the strangeness of this 
level and the fact that it 
twists about like a snake with 
a broken back, a map would 
be more of a hindrance than a 
help. So, for this level only, 
the map has been left out . 
however the screenshots will 
be relevant to the text and 
should be of some help. 

From the start, run down 
the green steps and stop at 
the end. Do a running jump 
over to the rock ledge directly 
in front of you and when you 
land turn to your left and do a 
running jump over to the gap 
in the cage. Run to the switch 



and pull it. Return to where 
you entered the cage and drop 
off the edge, onto the slope 
below. As soon as you stop 
sliding get a gun out and 
shoot the statue that comes to 
life, then when it's dead run 
forward and climb up the 
steps to the left, which lead 
back to where you started. 

Again jump onto the rock 
ledge and then into the cage, 
but this time run down the 
corridor and drop off the edge 
onto a slope. Jump just before 
you reach the bottom and 
slide down another slope. Now 
get your guns out to shoot 
the statue, then shoot the 
one up in the floating hut. 
When they are dead climb up 
into the hut and collect the 
ammo, medi-pack and Mystic 
Plaque. There is now a guard 
running about down below, so 
shoot him from your vantage 



point if you can - if not drop 
down and shoot him. When 
the guard is dead, run over to 
the small grass area to the 
edge of the platform. Turn 
around so your back is to the 
edge, then drop off and grab 
the edge below and pull 
yourself up into a green area. 
To your left is a switch - pull 
it and take a running jump 
over to the door it opens, 
then do another running jump 
over to the floating island in 
front of you. 




























Walk to the far end of the 
island and turn to your left, 
stand at the bottom of the 
slope and do a standing jump 
forwards, now do a running 
jump over to the next island 
and grab the edge pull 
yourself up and follow the 
steps up and then down to 
the left until you are facing 
a single block on its own. Do 
a running jump over to this 
and grab the edge, pull 
yourself up and turn to face 
the steps to the right and do 
a running jump, grab the 
edge and haul yourself up. 

At the top of the steps turn 
to the right and do a. 
running jump over to the 
next set of steps, run up 
these and onto the roof of 
the cage, almost directly in 
front of you is the rock ledge 
you used earlier, drop down 
onto this and walk down to 
the edge that faces a 
triangular shaped green rock, 
jump over to this on the 
right-hand side and grab the 
edge as you slide down. Drop 
onto the ledge below and do 
a running jump over to a 
small island with a second 
Mystic Plaque on. Collect 
this and jump back over to 
the ledge, turn and jump 
diagonally over the sloped 
blocks. Now go up the 
stairs back to where you 
first started. 

Again run to the end and 
jump over to the rock ledge. 




climb up onto the cage and 
run down the green steps, kill 
any flying guards and make a 
running jump to the stone 
island ahead. Grab the edge 
and pull yourself up. 

Collect the Uzi clips and 
place the Plaques in the slots 
beside the door. Run through 
the now open doors and 
collect the ammo to the right. 
Kill the guard and turn to the 
right towards the boulder on 
the slope. Jump up onto the 
slope, then run up behind the 
boulder and jump over it and 
you will slide down the slope 
- jump forward as soon as you 
land and then back again to 
avoid the boulder coming 
down towards you. Now turn 
around and walk to the 
bottom of the slope, then turn 
to face the wall and climb up 
onto the roof. 

When you've slid forward, 
drop down the hole and then 
drop into the next room. 

Shoot the guard that comes 
from above, then collect the 
medi-pack and climb back out 
onto the roof and jump back 
over onto the slope. Jump 
over onto the opposite slope, 
then walk up to the first flat 
section and turn to the right. 
Now take a running jump over 
to the island and grab the 
edge, then climb onto the 
death slide and slide down 
until you are above a bridge - 
drop onto this and turn right. 

Walk into the room and 
kill the statue that comes to 
life, then pull the lever that it 
was guarding and run as the 
other two statues come to life. 
Head for the doorway in the 
opposite wall and slide down 
the slope, jumping at the 
bottom to onto the ladder. 
Climb up and onto a ledge, 
then climb up again but stop 
about four rungs from the top 
- do a backflip here and you 
will land on a flat ledge. Walk 
to the hole that looks out over 
the blackness and turn 
around, drop off backwards 
and grab the edge, then 
shimmy along and drop down 
when you are safely above 
terra firma. 

You should recognise this 
place. From here head back to 
the death slide and get on, 
but this time stay on until the 



end. When you reach the end, 
turn around and jump back 
into the previous room on the 
right hand side. Push the 
block to the edge of the hole 
in the middle of the room and 
use it to climb up to the next 
level. Go up and pull the lever 
on the pillar, then collect the 
ammo on the wall and drop 
back down to the floor below. 
The lever you just pulled 
dropped a block into the gap 
in the middle of the room, so 
now drop down onto this and 
pull the lever you find there. 

Next head for the corridor 
that you landed in at the 
bottom of the death slide. 
When you get there turn left 
into the first doorway and 
drop down - avoiding the 
blades firing out of the wall - 
until you are in front of the 
large blades swinging back 
and forward against the wall; 
save here as this bit can be 
very tricky. 

You need to get as close 
to the left-hand wall as 
possible, then take a running 
jump over the first two blades 
- hopefully you will land in 
the safe area between the 
second and third blade. You 
may need to try this from 
different distances, as it is 
quite difficult to get it right. 
Once you are in the safe area 
it is just a matter of timing - 
start walking when the blade 
is just on its way back out 
from the wall - you will 
always take a bit of damage 
but you should survive. 

Once you are past the 
blades, swim down the tunnel 
and collect the ammo, then 
swim to the right and wade 
out of the water to pull the 
switch, before swimming back 
to the blades. Turn your back 
to the blades and climb out 
onto the ledge to pull the 
lever on the right - the blades 
will stop and it is now safe to 
leave this area. 

Climb back up to where the 
death slide finishes and again 
jump back into the room on 
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the right-hand side with the 
flame walls. Push the block 
two spaces towards the hole 
you just emerged from and 
climb on top of it, then take a 
running jump over to the 
highest hole and run through 
to the edge of the dark room. 
From the edge take a standing 
jump over to the crack in the 
far wall and grab on, shimmy 
to the right and pull yourself 
up. Light a flare here then pull 
the lever, then save before 
taking a diagonal running 
jump over to the doorway. 

Run forward and turn 
right through the now open 
grate. Ignore everything else 
in the room for a moment and 
head for the hole in the 
middle - lower yourself into it 
and drop to the floor. 


Watch out for the 
jade statues ~ as 
you might expect, 
they will come to life 
aod attack you. The 
flying guards are a 
pain in the neck as 
well. The rest of this 
level consists mainly 
of a series of Jumps 
and drops between 
floating islands. It 
does look most 
impressive though 
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SoluiiAon 



You will now find yourself 
in a cage with lots baddies 
walking around the outside, you 
cannot shoot them until the 
cage has been lifted and the 



Doops! An early 
summer barbecue 
ends in disaster. 
Time far a quick 
relnad... Tbe prnper 
prucedure is tn land 
nn the platfnrm, nut 
the lava 


problem is that they have no 
manners, and will all attack at 
once as soon as you do so. The 
best way to handle this is to 
pull the lever, then immediately 
turn around and run to the 
ledge behind you. Quickly jump 
up and use the pillar to give 
you cover whilst you pick off 
the baddies. Whatever you do. 


don't leave the boundaries of 
the cage until all of the knife 
throwers are dead, or you will 
have statues to deal with as 
well. When the knife throwers 
are all dead you need to leave 
the cage to bring the statues to 
life - as soon as you hear the 
rumble it means they're coming 
to life and you will need to 
climb back up onto the ledge. 
From here you can shoot them 
full of lead and they won't be 
able to reach you at all. Once 
they're all dead, collect all of 
the ammo and health lying 
around, then pull the two levers 
which the statues were 
guarding on either side of the 
room. Now run through the 
gate that opens, shoot the last 
remaining knife thrower and 
run up the steps, collecting any 
items on the way. 

When you get to the gates 
at the top, pull the lever and 
either kill the two statues or 
leg it, past them and into the 
room on the right. Quickly 


jump onto the ladder and 
climb up out of reach - about 
four rungs from the top. You 
must now jump off, spinning 
around at the same time to 
grab the ladder behind you. 
Climb up again on this ladder 
and repeat the process. At the 
top is a sloping ledge - 
shimmy along until you are as 
far left as you can go, then 
pull yourself up and jump 
immediately whilst holding 


left on the pad - you will 
hopefully land on the flat 
ground to the left. Get your 
guns out and kill the baddie, 
then walk to the edge facing 
the temple. Turn to your left, 
pull the block out one space, 
then get behind it and push it 
out one more space so it is in 
the path of the flying blades. 
Climb up on top of it and grab 
the death slide, which takes 
you to the end of the level. 



LEVEL 17: 





17.1 

Collect the ammo and health 
and squeeze past the statue 
into room 17.2. 

17.2 

As soon as you enter this 
room the statue opposite will 


come to life - if you use your 
Ml 6 or another powerful 
weapon, he shouldn't even 
reach you. Once he's exploded, 
pull on the lever he was 
guarding to bring the opposite 
statue to life - again use the 
M16 and he won't get close. 
Now look around this room for 
another lever and pull it - the 
two other statues will come to 
life at the same time, so fast 
reactions will be needed to 
avoid their spears. When they 
are dead go through the only 
door and get ready for about 
eight knife throwers. 

17.3 

Kill them all and collect 
any health packs, ammo 
and the Mystic Plaque 



Start 


that they drop, before heading 
for the locked door. Place the 
Plaque in the slot and run 
through the now open door. 

17.4 

Slide down the slope and run 
towards the middle of the room. 
Drop into any one of the holes in 
the floor and collect all of the 
Uzi clips and medi-packs, then 
climb out of one of the holes and 
attack the dragon! Try to stay 
away from its face as it can 
breath fire in large amounts. The 
best way to Mil it is to keep 
moving all the time - if you need 
a breather, just drop into the 
water for a while. After a while 
the dragon will collapse, revealing 
the dagger in its belly. This must 
be pulled out, but if you try now 
you will get injured, as the 

I dragon comes back to life 
two or three times, so keep 
shooting it until it 
collapses for the third time 
and then try to pull it out. 
Once you have pulled out 
the dagger, the dragon is 
well and truly dead and 
the building starts to 
collapse - run to the back of the 
room and run through the open 
doors to the end of the game... 
well nearly. 



When fighting dragnns, 
remember tn stay away from 
the hot end. Just keep moving, 
and you should be okay 
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Assaidi Course 


Lara Croft on a bed! 
Teenage boys the 
world over break 
out in a hot sweat! 
But the game’s not 
over just yet... 


1 St Floor 


LEVEL 18: 




As soon as you start, go to the 
door beside Lara's bed and 
open it using the key that's 
hidden about your person. Go 
inside and pick up all of the 
ammo, medi-packs and flares. 
Shoot any baddies who wander 
in and then go out looking for 
the rest. There are not many 
in the house but as soon as 
you go outside they appear 
out of the gloom with all guns 
blazing. Kill them and then 
kill the big guy with the 
double guns who shows up 
after a while. When this is 
done, walk into his dead body 
to finish the game. 

Maybe, if you're lucky, you 
might get to see Lara having a 
shower. Maybe! 
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The Constmction Dots and 
Vehicles ar?the most impor¬ 
tant assets at your disposal, 
after the Commander himself^ 
Learn to use them wisely and 
you will vastly improve your 
chances of winning the war. 

.Jhe best way to start build¬ 
ing is to begin with a Metal 
Extractor, followed by two 
Solar Collectors, then another 
Metal Extractor, then build a 
Kbot Lab. As soon as the Kbot 
Lab is finished, build a few 
Construction Kbots and have 
them build an Advanced Kbot 
Lab. As soon as this comes 
online, build’ a couple of 
Advanced Construction Kbots. 
They expand your construction 
options and they can build 
more quickly than the first 
level ones. However, Advanced 
Construction Kbots cannot 
build certain crucial structures 
(missile towers for instance) so 
don't build them exclusively. It 
is worth noting 


that while an Advanced 
Construction Kbot is needed to 
begin building an advanced 
structure, lower level ones can 
take over to finish the job. For 
example, you can start build¬ 
ing a Moho Mine with an 
Advanced Construction Kbot, 
have any other construction 
Kbot begin to help, then ask 
the advanced kbot to begin 
making a Fusion Reactor. Once 
you have Advanced 
Construction Kbots, reclaim 
your Metal Extractors and 
replace them with Moho Mines, 
starting with the most produc¬ 
tive. Metal is far more scarce 
than energy, which can be easr" 


ily produced with low-tecl 
Solar Collectors. ' 

If space is scarce, for 
instance on a small island,\ 

'j reclaim your Solar Collecto:^ 
lonce you have built a Fusic 
'.Reactor. Several Constructiol 
Kbots can reclaim metal froi 
the same piece wreckage, 
speeding up the process. This 
is extremely handy when 
reclaiming the wreckage of 
huge warships and buildings; 
one bot working alone takes 
ages, and the metal doesn't 
. become available until the 
reclaiming is finished. 

The different types of 
construction units can build 
^ different structures, and will 
build them at different 
; speeds. Among land units, 

; the advanced construction 
(Vehicle comes closest to 
( matching the Commander's 
building rate. Construction 
aircraft are the slowest at 
'■ building, but are the most 
I mobile. In many situations, a 
Construction Aircraft is the 
b4st choice for a patrolling 
repair unit, since it floats 
above what might otherwise 
become a traffic jam of 
' ground units. 

You can make your con¬ 
struction hots work in teams 
by instructing one bot to build 
and the others to guard it. You 
can issue a series orders to the 


main bot using the Shift key, 
and the others will go with it 
and lend a hand. 

If you order a construc¬ 
tion bot or vehicle to Guard a 
structure which is creating 
units, this will speed up the 
construction. The construc¬ 
tion bot will remain by the 
building and assist in its 
future constructions. 
Construction Kbots set to 
Patrol will repair any damaged 
units and structures near 
their routes and will reclaim 
any wreckage, rocks, plants, 
etc, as long as you have 
enough room in storage for 
these resources. A bot won't 
reclaim wreckage if there is 
no room to store the metal. 

On maps large or water- 
filled maps where mobility is 
a problem, build an Aircraft 


■B 


Remember that air 
units usually need a 
gnnd run-up tn bnmb 
their targets, so 
give them plenty of 
room to manoeuvre 
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can immediately begin to 
reclaim wreckage and repair any 
damage to your ships. The 
wreckage from a single battle¬ 
ship can be as much as 1800 
units of metal, which could be 
very useful at a critical point in 
the game. 

Do not build structures 
too close together, as 
exploding buildings can dam¬ 
age others nearby and set off 
a chain reaction destroying 
several buildings. 


Laser Towers. If you find that 
your big guns aim but do not 
fire, check your energy sup¬ 
plies. Cloaking your 
Commander is a good idea, 
but uses this 1000 units of 
energy if he is moving, so 
make sure you have enough 
stored energy. Metal 
Extractors also need a good 
supply of energy to operate, 
so if your base's economy 
using up all of your available 
energy, your Metal Extractors 
will constantly be turning off 
and on. To avoid this, care¬ 
fully control the rate at 
which you construct new 
buildings and units. 

Metal storage is not needed 
as often as Energy storage, and 
should only be built if really 
necessary, which it rarely is. 
More usually a Metal storage 
structure will just clutter up 
your base, endangering other 
buildings if it stiQuld be 
destroyed. You may wish to 
have metal storage for 
reclaimed metal after repelling 
a major attack. 

A Fusion Reactor will pro¬ 
duce enough energy on its own 
to support any moderately large 
base, but it is still a good idea to 
build a second one somewhere 
out of the way and well guarded 
with a couple of Missile towers, 
in case one of the two is 
destroyed. On larger maps, hid¬ 
ing an extra Fusion Reactor in a 
comer, protected by a radar jam¬ 
mer, is a good tactic. The other 
benefit of having duplicate 
buildings is the speed advantage. 
If you have a good supply of 
metal and energy, you can build 
twice as fast as your enemy. 
Decide which units will be most 


The first thing to do on any 
map is start building your 
base. Establishing an effec¬ 
tive base is nine tenths of 
the battle. You have to bal¬ 
ance the economy of unit 
production to the supply of 
metal and energy or you will 
rapidly come unstuck. 


plant and use construction 
aircraft for your initial build¬ 
ing. Build a few Metal 
Extractors on outlying 
deposits; even if the 
Extractors are later destroyed, 
you will have used the metal 
they generated. Construction 
Aircraft can be used to 
reclaim your opponents' outly¬ 
ing structures, getting in and 
out quickly. This not only 
destroys the structure, but 
also gives you metal that your 
opponent has mined. 

Dispatching a few constmc- 
tion ships along with your fleet 
of ships is a good idea as they 


Moho Mines and Fusion 
Reactors are the main sources 
of supply for your bases. The 
more you have, the more 
buildings you can support, 
including duplicates as insur¬ 
ance against bomber attack. 
You can opt for loads of Solar 
Collectors and Metal Makers, 
but they are not very effi¬ 
cient. You also end up with 
loads of buildings to defend. 

Building energy storage is 
mainly useful after you've 
constructed large artillery 
and guard towers which 
require energy to operate, 
such as Plasma guns and 


Amphibious units are vulnerable while in the water, so 
protect them with an airborne escort if at all possible 
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On Total Annihilatian’s excellent 30 battlefields, use terrain with a higher elevation to give your weapons greater range, and to allow your troops to see further 
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shot down and you 
will no longer be -fJ 
able to see the 
buildings. 

However, you / 
will be able to 
see the metal 

deposits. You can then order 
your artillery to fire at these. 
If you use the Shift key, you 
can set up a series of targets 
on all the metal deposits near 
your enemy's base, denying 
him the vital supplies. 

You can order a unit to 
head somewhere, then begin 
a patrol at that point. Select 
the unit you wish to use and 
click the spot on the map 
where you want its patrol to 
start. Now click 'Patrol,' hold 
down the Shift key, and 
click the map at a second 
location where you want its 
patrol to end. You can select 
several locations in a loop, 
and the unit will return to 
its starting position when it 
has finished. 


flexibility and you can forget 
where units are headed. 

You can issue movement 
orders to units you haven't even 
built yet. If you leave them to 
their own devices, newly con¬ 
structed units simply sit outside 
the buildings which create 
them. However, you can have 
them delivered direct to where 
you need them as soon as they 
are built. Select your construc¬ 
tion building then click 'Orders' 
then 'Move' or 'Patrol'. Now sim¬ 
ply click on the location on 
either the main screen or the 
radar map where you want the 
units to go to once they are 
built. One reason to issue orders 
to your construction buildings is 
to prevent the new units piling 
up around them, which makes 
your units and buildings vulner¬ 
able to artillery attack and can 
prevent the factory from being 
able to produce. 

If you want to sneak a few 
units up on your enemy, order 
them to hold fire. The enemy 
units will often ignore a unit 
that is not firing at them. This 
works well for high speed scout 
missions and also for heavy 
artillery units such as Plasma 
Batteries, which should be pre¬ 
vented from firing until they 
are well defended by missile 
towers and the like. 

Combinations of these tac¬ 
tics can work well together. If 
you fly a scout plane over 
your enemy's base, it will be 


useful, and build several of the 
appropriate factories. Keep the 
buildings spaced far enough 
apart, so that if one is blown up, 
the explosion won't destroy the 
others. The most dangerous are 
Fusion Reactors, anti-nuclear 
missile launchers, and heavy 
artillery, which go off with an 
enormous bang if destroyed. 

Bear this in mind before building 
any of them on a small island. 


Total Annihilation has sev¬ 
eral useful features built in 
to its control interface. 

Here are some useful tips 
on how to get the best 
from them. 


If you hold down the Shift 
key when selecting a unit, a 
series of green boxes will 
appear as waypoints for each 
task you order it to perform. 
This works for all mobile units, 
so you can order a rocket tank 
to move to a location, then 
attack a set target, then move 
on and attack another, and so 
on. Don't plan too far ahead 
though, as this limits your 
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Guard does not work as you 
might expect, so here are 
some tips to help you get 
the most out of it. 


If you set a number of 
units to guard another, for 


Use torpedo bombers to take oot the eoemies’ shippiog 










example to give a bomber an will have nothing to follow 
escort of fighters, the guard- and will need to be con¬ 
ing units will follow the main trolled manually. Bombers 

one, and will not attack until and fighters need space to 

it has been attacked - by approach their targets. Use 

then it is often too late. the waypoints system 

Instead, try sending one unit described above to give 
in to attack, followed by the them room to do so. 
guarded unit and its escort. Fast, quick firing units 

This works well with all types present a difficult target to 
of units and is especially any slower, larger units they 

effective when launching are sent to attack, so it pays 

simultaneous attacks, as the to keep them moving, 
first unit will distract the 


more accurately and does more 
damage, build five cheap units 
such as Peewees or Weasels, 
and have the gun in question 

Guidelines for effective destroy them. Sounds crazy, 

defence of your base but if you have a few slack 

moments it will pay dividends 
Build your most important later on. 
structures so that there is a It is better to spread your 

hill between them and the anti-aircraft defences, like mis- 

enemy, if you can. Artillery sile towers and lasers, around 

attacks targeted on your your base rather than just 

structures will hit the hills or building around a perimeter, 

overshoot. Also, this tactic Set a few fighters to patrol 

will prevent bombers from hit- around the edge of your base 

ting you on their first pass, to give advance warning of any 

and if you have enough mis- attack and to spot for the 
sile launchers, they won't get fixed defences. If you add a 
a second chance. few bombers, they can also 

Remember that the terrain join in to great effect. Dragons 
in Total Annihilation is three- Teeth tank traps can be scat¬ 
dimensional. If there are hills tered around the perimeter of 

around your base, build your base to slow down an 

Plasma batteries on them enemy advance and break up a 

defended by Missile Towers. column into smaller, easier to 

The long range of these swallow chunks. The best place 

weapons should knock out to build them is just inside the 

approaching enemy units maximum range of your main 

before they can bring their defensive guns. In the earlier 

weapons to bear. Construction levels. Light Laser Towers are 

planes can build missile towers sufficient and are always worth 
on the peaks of hills which building in large numbers, 

cannot be reached by ground They are cheap and quickly 
units. This will give them even become veterans. If you keep a 
greater range and line of few construction Kbots 

sight, and make them all but patrolling near them, they can 

indestructible. To make a gun repair any damage. If you have 

into a veteran, so that it fires any spare construction bots. 



enemy's defences. 

Alternatively, have the 
main unit guard a pair of 
escorting units, then have 
the rest of the escort guard 
the main unit. Send the pair 
in first and the rest should 
follow in formation. Be care¬ 
ful though; if both the first 
units are destroyed, the rest 


Grouping units together into strike forces and controling them using the CTRL and ALT keys makes it easier to move them around and to attack in close formation 
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course of action is to build a 
strike force with a balanced 
mixture of fast short range 
units and heavy maulers with 
long range weapons to soften 
up the enemy. Don't forget 
your air cover as well. Assign 
fighters to guard various 
important ships in a fleet, or 
vital units in a ground force. If 
you assign a group of units to 
guard one main unit, you only 
have to worry about moving 
that one piece, as all the oth¬ 
ers will follow it. Make sure 
that the guarded unit is one of 
the slowest moving in your 
force, that way all your units 
will travel at that speed, rather 
than having the small, fast 
units arrive first without cover. 

For large units like battle¬ 
ships and missile frigates, 
which take a long time to 
build, it is a good idea to 
withdraw and repair them 
rather than pressing ahead 
with the attack. Remember 
that construction aircraft are 
very slow workers, despite 
their other advantages. Keep 


order them to guard your most 
important buildings. They will 
automatically repair any dam¬ 
age, and help in the construc¬ 
tion of new units. After a 
major battle, patrol the wreck¬ 
age with a few construction 
units. They will reclaim the 
metal, and remove a source of 
cover which your enemy could 
use. A useful tip is to make 
sure your defensive guns are 
aimed in the right direction 
before the enemy arrives. 

Select all guns, then aim at 
the place you think the enemy 
will be approaching from, then 
Stop. This saves valuable time 
when the attack finally comes. 


Tips for successful 
attacking strategies 


There are a wide variety of 
different units in Total 
Annihilation and the best 



aircraft carriers to the rear of 
your fleet to serve as a mobile 
repair shop for your air cover. 

Try to avoid having huge 
fleets and armies all in one 
place, especially in the later 
levels, as they are more vul¬ 
nerable to attack. Split them 
up and use the CTRL functions 
to synchronise their attack. 

Use scout aircraft to locate 
key structures in your enemy's 
base, so your long range 
weapons can take them out 
from a distance. On a water 
level, use a group of several air 
transports to carry a strike 
force to the opposite shore. You 


may find 

that your enemy has not had 
time to build ground defences 
yet. Speed up loading by using 
'Shift' and 'Load' to pick up a 
series of units. 

The first targets of a com¬ 
bined assault should always be 
the enemy's air defences. Once 
these are out of action, order 
your bombers to patrol the bat¬ 
tlefield, letting them pick their 
own targets. Secondary targets 



Is this the future nf warfare? In Total Annihilation, the heat nf battle can get pretty confusing, so be sure to keep a cool head. Organisation is the key to success 
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enemy construction unit, fly it 
back to your base and capture 
it - saves you having to build 
one. Also, if you find any 
enemy metal extractors out in 
the wilderness, capture them 
rather than destroying them, 
but make sure you defend 
your new acquisition, as it will 
now become a prime target! 

On water maps, you can use 
your cloaked Commander as a 
commando. Have him swim 
over to the enemy's island and 
use his D-Gun to blow up a few 
key structures, then swim away. 
Unless he has a lot of sub¬ 
marines, your foe will be help¬ 
less to stop you. One target for 
this attack could be any anti¬ 
nuclear missile defences. Blow 
this up and get out before nuk¬ 
ing the site from orbit. It's the 
only way to be sure... 


should be the power and metal 
producers, as this will halt the 
enemy's production of new 
units and prevent his energy 
vreapons from firing as soon as 
his reserves are gone. 

Make the best use of long 
range artillery units like the 
Diplomat or Merl by keeping 
them to the rear of the line. 
They are more accurate if they 
don't move. 

When invading an oppo¬ 
nent's base with ground units, 
split up your forces so that an 
enemy Commander won't be 
able to use his deadly D-Gun 
. as effectively. 

Remember that 
you can direct long 
range weapons such as 
missile frigates from the 
radar map. You don't have to 
be able to see the enemy for 
this to work. 

Drav/ the enemy's air cover 
av/ay from their base by send¬ 
ing non-stealth fighters towards 
t them. Fly those fighters 
^ back toward your own 
anti-aircraft defences where 
the enemy will hopefully be 
destroyed. Meanwhile, send 
stealth fighters followed by 
bombers into the enemy base, 
which no longer has as much 
air cover. To defend against this 
tactic, find one of your planes 
and hit CTRL-Z to select all 
such units, then click on the 
hot zone. They vdll all return to 
wherever you order them. 


A guide to the various units, 
and tips on how to get the 
best from them 


Commanders are vulnerable 
against air attack, as their D- 
Guns are not quick or accurate 
enough to hit flying targets. 
Order a few anti-aircraft mis¬ 
sile Kbots (Jethro or Crasher) 
to guard your Commander. 

In a multiplayer match, a 
nearly beaten opponent may 
try to self-destruct his 
Commander next to yours. Keep 
your well defended Commander 
cloaked and on the fringes of 
your base, so he can run away 
in time to avoid the opposing 
Commander's explosion. 

One way to defeat this cow¬ 
ardly tactic is to order two or 
more air transports to Load the 
enemy Commander, then fly him 
right back into the middle of his 
own base defences. An enemy 
Commander can only be loaded 
if he is standing still. One way 
to stop him in his tracks is to 
attack him with enough units so 
that he tries to use his D-Gun. 

An enemy Commander can 
be destroyed by hitting him 
with two nuclear missiles in 
quick succession. One alone 
will not be enough. 

One of the most useful 
things a Commander can do is 
capture enemy units. Try using 
an air transport to load an 


(MERLs and Diplomats) 
ordered to hold position just 
out of the enemy's weapon 
range can destroy targets as 
other units find them. Tag 
them as a group using CTRL, 
then when targets appear, 
use ALT to activate them, 
and fire. Alternatively order 
them to fire at will. Let 
them pick their own targets, 
unless there is a particular 
unit that you want to 
destroy first. 


Crawling bombs such as 
Roaches and Invaders will 
give you more bang for your 
buck if you self-destruct 
them. Hide a few at various 
strategic locations around 
the level, such as under 
trees near your base, any¬ 
where you think they might 
be useful. Park a sentry 
nearby, then when the sen¬ 
try is attacked, explode the 
bomb. You can load lots of 
crawling bombs onto air 
transports and fly them 
into enemy bases. If you 
self-destruct the transport 
before it is shot down, the 
bombs will explode as well, 
all at once, and that is one 
huge explosion! If you have 
a radar jammer in the 
transport too they may not 
even see you coming. 
Crawling bombs can travel 
under water, so you can use 
them to destroy an enemy's 
shore defences by self- 
destructing them as they 
crawl up the beach. 


Your commander is 
tough, but if he gets 
destroyed, you lose 
the whole battle 


Rocket Launcher Kbots 
(Rockos and Storms) have a 
slightly longer range than 
Light Laser Turrets, and can 
therefore hit them with 
impunity from just outside 
the LLT's range. 


Anti-aircraft units are apt to 
wander off looking for trou¬ 
ble if left set on 'Roam' or 
'Manoeuvre'; order them to 
'Hold position' on hilltops, 
where their weapons range 
and line of sight will benefit 
from the elevation, and they 
will shoot more accurately. 


When launching an assault 
on an enemy base, especially 
one which is protected by 
Dragon's Teeth and other 
defences, a platoon of 
Rocket-launching vehicles 


The Can is best used if it 
doesn't have to move too 
much. It should be allowed 
to clear all enemies in one 
direction before turning to 
face a new target. 
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attacking land units which 
have no air cover. Set them 
to roam and they will hunt 
down and destroy armoured 
columns before they get 
anywhere near your base. 


Radar jammers protect your 
base structures, making it 
necessary for your opponents 
to scout your base before 
shelling you with their long 
range artillery. Spread your 
radar jammers out, then 
select one and hit CTRL-Z. 
This keyboard shortcut 
selects all the same units and 
displays their ranges on the 
map. This way you can make 
sure your jammers are black¬ 
ing out your whole base. The 
first unit sent to a new con¬ 
struction site outside your 
main base should be a radar 
jammer, so your enemy never 
knows you are there unless 
he stumbles upon you by 
accident. 


Level one bombers are a very 
effective unit, and fairly quick 
to build. As soon as you can, 
fly them over the enemy base, 
and you will usually find that 
they have yet to build air 
defences. The bomber will 
select its own target, but only 
one run is needed to destroy a 
metal extractor or solar collec¬ 
tor. This kind of harrying can 
slow your foe down, allowing 
you to gain a vital edge early 
in the game. 

For greater effectiveness, 
precede your bombing run 
with a batch of fighters or 
gunships. This will draw the 
fire of most of the enemy's 
anti-aircraft defences, giving 
your bombers a clear run at 
the target. It takes five 
Bombers to destroy a Vehicle 
Plant in one run. 

Note that if you build your 
base right in the corner of the 
map, a bomber can fly off the 
edge of the screen before your 
missile defences have a 
chance to destroy it. 


tion vehicle to keep them 
repaired, are the best 
response to an attack by 
large groups of small units, 
Use them to defend your 
most vital structures. 


against land targets, and 
normal bombers are useless 
against mobile sea units, 
so only build those which 
are appropriate. 


Level one fighters 
(Avengers and Freedom 
Fighters) are armed with 
guided missiles and are a 
very effective defence 
against fleets of enemy air¬ 
craft. As soon as they are 
built, order them to Guard 
your vital installations. The 
higher level Stealth fighters 
(Hawks and Vamps) can 
also be used the same way, 
although at a somewhat 
higher cost. 


Submarines can attack any 
other any sea unit, as can 
Destroyers, and are particu¬ 
larly effective against scout 
ships. A few of each is a 
good early defence versus 
sea attack. A submarine 
ordered to patrol an enemy's 
shoreline can make it very 
difficult for him to build a 
Shipyard. If your scouts spot 
a Shipyard under construc¬ 
tion, wait for it to be built 
before attacking. Your sub 
will destroy the Shipyard 
before it can build a defen¬ 
sive unit. 


These guns have greater 
range than all ships except 
for the Missile Frigate, so 
they make excellent 
coastal defences. Keep 
them in good shape with a 
construction unit, and use 
a patrolling scout plane to 
spot for them. 


If there are enemy sub¬ 
marines attacking your 
construction ships, target 
them on the radar map 
with Torpedo Bombers. 
Torpedo bombers useless 


Enemy hiding on top 
of a hiil? It’s time to 
bring out the heavy 
missile weapons 


Gunships (Brawlers and 
Rapiers) are best used for 


Light laser turrets, built it 
groups of three or four, 
with a patrolling construe- 
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As soon as you 'Stand Here 
and Hoist' a guard will run 
onto the screen, so before 
you do, take a look at 
the directory. 


Walking through the door 
shouldn't cause you too 
many difficulties, but you'd 
be amazed at some of the 
letters we get! 


A simplified map of Rupture 
Farms gives you some idea of 
how big the factory is - and 
that's only a very small part 
of the level! 


Wipe the intro-induced drool 
from your mouth and pay 
attention to the tips that 
scroll across the top of the 
screen. At this stage they're 
little more than controls, 
but if you're anything like 
me you won't have read the 
instructions and so these 
will save you the trouble. 


Not much doing in here, but 
check out how many slaves 
are waiting to be rescued! 


With the electricity off, you 
can go to the next room. 
Pulling the lever in this 
room will send one of your 
fellows plummeting to his 
death - so don't! 


You'll be told how to do a 
running jump, but to be 
honest you're better off 
creeping to the edge of the 
platforms and doing stand¬ 
ing jumps from there. 


Possess the guard by chanti¬ 
ng, and use him to activate 
the lever on the left before 
going to the next room. 


Wait for the guard to leave 
the screen before going 
through the second door, 
proceed quickly to the 
next screen. 


Tell your follower to wait 
while you turn the*machine 
off, leaving this room and 
then returning on tiptoe will 
enable you to activate 
another portal before you 
scare the birds off. 


Stay behind the wall until 
you've chanted the guard 
to death and then take the 
floor scrubber into the 
next screen. 


Drop one of the guards 
througfrthe trap door, and 
then kill the second one by 
either doing the same 
thing if he's stupid enough 
to fall Yor it (no pun 
intended) or by chanting 
until he self destructs. 


Read the tips for disarming 
the mine along the top of 
the screen and do as it 
says as soon as the light 
blinks green. 


Don't be distracted by all of 
the debris, look for the 
objects that fall straight 
down the gaps you're jump¬ 
ing and avoid them with 
standing jumps. 
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Don't use the door yet, 
instead proceed cautiously 
to the right. 


Avoid the machinery and 
go to the next screen - the 
lever in the middle deter¬ 
mines which of the two 
machines runs faster, 
meaning that you should 
only have to go under a 
fast one once. 


Note the worker in the shad¬ 
ows - remember to rescue 
him when the time comes. 


Shoot the second guard as 
soon as you see him and go 
to the next screen. 


Possess the guard and pro¬ 
ceed with caution. 
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Lower yourself down to the 
screen below and roll to the 
left before the guard wakes 
up and shoots you. 


Take a quick note of the tips 
scrolling across the screen 
before jumping across the 
gap and continuing. 


Creep along the top of the 
screen, pausing whenever a 
motion detector gets too close. 


Jump both gaps to ensure 
that you don't become the 
creature below's lunch. 
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Take a running jump as the 
creature comes towards you 
and then jump again to grab 
the ledge on the other side. 


■ V 


Make the jumps as before, 
avoiding the motion detec¬ 
tors. You can also activate a 
secret portal seen in the dis¬ 
tance at this point. 


Before jumping the gap, 
chant as instructed to 
receive a tip, and wind up 
the creature below. 


■■■10 


This is the same as last time 
but with an added incentive 
to make the jump. 


These red eyes prevent you 
from chanting, so hide as 
shown in the picture and 
sneak into the shadow cast 
by the rock above when the 
guard is off screen. 


m 


Hide behind the first rock 
until you get the chance to 
jump down and crouch down 
behind the second. Creep off 
the screen when the guard's 
back is turned. 


Avoid the mine and lower 
yourself off the ledge before 
the guard comes back. 


Chanting here will get you 
stung by the red eye, but will 
also open up a secret portal 
- leading to an area that is 
probably best avoided at this 
early stage of the game. 


Hide in the shadows and then 
lure one of the guards back 
into the last screen. While 
he's gone, roll as fast as you 
can past the second guard 
and jump up to the ledge. 


Read the cryptic clue before 
walking on through to the 


next screen. 


Jumping across to the left is 
the correct route, but lower¬ 
ing yourself down will take 
you to another secret area. 


After dropping down, creep 
and jump across to the very 
edge of the screen. Wait for 
the guard to reappear and 
then run to the next screen 
and get ready to jump. 


To open the secret portal 
you need to reach the top of 
the ledge without either you 
or the guard making any 
noise that will scare the 
birds off. To do this, be sure 
the guard doesn't see you or 
he'll shoot. 


Possess the guard and then 
use him to drop down into 
the next screen. 


If you time your last drop 
perfectly you should be 
able to shoot the two 
guards without harming 
either of the Mudokons. 

The guard has now outlived 
his usefulness! 


With all of the guards out of 
the way, get as many of the 
slaves through the portal in 
the bottom right hand cor¬ 
ner before escaping through 
the portal shown here. 


YouTl reappear exactly where 
you were before, so continue 
left as quietly as possible. 


When the guard is off 
screen, activate the mine 
below and climb up the 
ledge to the left. The guard 
should blow himself up quite 
quickly allowing you to go 
and get a rock from the bag 
to the right. 


Going down here will lead 
you to another secret portal, 
but it only takes you to the 
same secret area as the last 
one for some reason. 


The bats can be scared off 
with a well thrown rock or 
will often just leave, either 
way don't attempt to go 
down the cliff face until 
they're out of the way. 
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Check out the hints from 
the lights and then grab a 
rock from the bag on your 
way to the bottom exit. 


The guard has foolishly fall¬ 
en asleep next to a mine, 
throw your rock at the mine 
to ensure that he never 
wakes up! 


Hide in the shadows of the 
first two rocks and then roll 
quickly to the next screen 
as soon as the guard's back 
is turned. 


You're 'Almost Home' 
apparently - keep up the 
good work! 


Invaluable clues and rocks to 
be found here, but don't 
destroy the mine with a rock 
- save it for the Slog you're 
about to meet. 


The rock is the easiest way 
to attract the Slog's atten¬ 
tion, it will then follow you 
as you run back and jump 
over the mine - killing itsell 
in the process. 


Note the secret route down¬ 
wards here, you'll be able to 
go there in a minute. 


Before going left, double 
back to go down to the 
secret area. 


Lower yourself down and acti¬ 
vate the portal, jump through 
it and get ready to run! 


Start running as soon as 
your feet hit the ground! 


Go straight through the next 
screen - don't worry about 
the Mudokon, you'll rescue 
him in a minute. 


Do a running jump almost as 
soon as you reach the next 
screen and you should reach 
safety, and a door. 


Open the portal so that the 
slave in the foreground can 
jump through it, then con¬ 
tinue to the left. 


Open up your escape portal 
before retracing your steps 
and racing the Slog again. 
YouTl reappear a few screens 
back from where you found 
the secret area, so youTl • 
need to wander off to the 
left to get back on track. 


Get the Slog's attention and 
then run to the right, jump¬ 
ing up to the ledge in the 
next screen as you do so. 


Monsaic 

Awakened 


Run to the left and make 
sure you jump over the 
mine, the Slog isn't clever 
enough to think of that! 


This Slog will jump over 
your head if you hang onto 
the ledge it's standing on, 
throw stones at the mines to 
clear your path. 


All that remains of this area 
now is to lower yourself down 
the cliff and enjoy the movie! 


Take a moment to enjoy the 
change of scenery as you 
walk off to the left. 
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Shoot the second guard in 
the screen to the left and 
then self destruct so that 
Abe can continue through 
the door. 


Lower yourself down and do 
exactly as the stone says. 


Now to find out if you learnt 
the language, repeat exactly 
what the Mudokon says to 
you as soon as he's finished 
talking. (Most sentences 
seem to end with a fart!) 


Avoid the rocks that are 
falling straight down, the 
debris that's flying around 
everywhere can't hurt you. 


Accessing the stones can 
give you everything from 
cryptic clues to blatant 
instructions - ignore them 
at your peril! 


Pull the lever to activate the 
hole and then jump down it 
to reach the next area... 


The sounds you need to 
repeat gradually get longer 
as you progress through the 
game, this guy shouldn't 
cause you a problem though. 


Check the stone for clues 
and ride the lift up to the 
next screen where your only 
way out is to the left. 


Another couple of new 
moves to try before going 
through the door back to 
the screen where you pos¬ 
sessed the Guard. 


Try out your new move as 
instructed and then proceed 
to the right. 


Pretty soon you'll come 
across this chanting 
Mudokon - you can't do 
anything with him yet but 
he'll come in very handy in 
a bit. 


The bees will chase after 
you as soon as you pass 
them, but if you run into 
the next screen and past 
the Mudokon they'll go for 
him instead. 


Do exactly as you're told and 
you can't go far wrong, 
remember that you need to 
ride the lift downwards. 


After a few more screens you 
should find this stone which 
basically tells you where you 
need to go next. 


.. .where youll be confronted 
by a Mudokon with even more 
sounds for you to repeat! 


At the top of the lift youTl 
find the bells to open the 
door, you don't need to 
remember the bell song - just 
chant and theyll do the rest. 


Make your way back to the 
lift - told you that chanti¬ 
ng Mudokon would come 
in handy! 


Derive pleasure from watch¬ 
ing him fight off the swarm 
and then jump up to the 
rock as instructed to hear 
the bell song. 
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Use the stone to blow up the 
bomb opposite (throw up in 
the air from the location 
shown), and then pull the 
lever to activate the hole in 
the previous screen. 


Get a rock from the bag and 
tiptoe into the next screen. 


Jumping down the hole will 
now send you up into the 
air to this screen where 
pulling the ring will sum¬ 
mon Elum. To get back down 
to earth safely simply walk 
off the edge. 


When you're riding Elum you 
can jump a lot further than 
normal, get a good run up 
and leap over the gap. 


Communicate with the sec¬ 
ond Mudokon and repeat his 
sounds until he sends the 
lift down for you. Leave 
Elum here while you go up 
on the lift (tell him to wait 
- he understands English). 


• ^ i 
^ W Crouch in the position 

^ \ ^ shown and throw the 

r- , rock at the mine, 

• the guard'll never 

know what hit him! 

Now go and get Elum 

and use the lift. 


As soon as you reach the 
top, Elum will start eating 
the honey - the only way to 
get him back is to throw a 
rock at the nest and make 
sure that the bees go for 
him and not you. 


You'll be able to make this 
jump on Elum, but you 
might want to deactivate 
that bomb first! 


Playing from somewhere in 
the distance, youll eventually 
end up at this screen where 
pulling the lever will activate 
the two holes you passed in 
the previous screen. 


The lights will tell you that 
you need to make a 'Leap of 
Faith' - a standing jump 
from the edge will suffice. 


To the right is a dead end, 
so jump the gap and go 
through the door to the left. 


The stone in this screen will 
also show you why you need 
to visit both of the holes at 
some point. 


It's up to you which of the 
lands you visit first, but 
for the purpose of this 
solution we'll be visiting 
Paramonia first. 


Paramonia 


I know you're eager to get 
into the next screen and 
admire some more of these 
stunning graphics, but from 
here on in I recommend that 
you tiptoe into any screen 
when you're not sure what 
you're going to find there. 


The stone in the next screen 
suggests that this superb 
game might get even better 
soon! Tiptoe... 


Activate the time bomb 
next to the sleeping guard 
and climb to safety before 
it explodes. Then get a 
stone from the bag in the 
top left corner. 


Repeat the Mudokon's 
sounds and then pull the 
lever to light the holy fire. 







Abe’s Oddi)see 


With the second guard out 
of the way, drop down to 
the left and then get rid of 
the bomb to the left of the 
lever by stepping on it. 


...when the flight is over, 
possess the guard and drop 
down to the left to kill the 
other guard. 


The mines on either side of 
the lever stop you from 
pulling it yet, climb up to 
the hole and jump down it. 


Leave Elum at the bottom of 
the screen while you climb 
up to the next one. 


Run and jump straight 
across this screen before the 
guard in the distance 
shoots you. 


To go much further to the 
left you'll need a password, 
and to get it the first 
thing you need to do is 
pull this ring. 


The next few screens are 
all about making jumps 
while riding Elum so just 
take your time and get 
them right. 


Remember to fetch Elum 
before riding the lift to 
the top. 


Jump back down to the 
first platform and then 
make your way to the lever 
which can now be used to 
summon a lift. 


Give the Mudokon the pass¬ 
word when he asks for it, 
and a second lift will appear. 


You'll be fired back up to 
the top of the screen 
where you should make use 
of the lift. 


This ring activates the hole 
at the bottom of the screen 
so pull it and then make 
your way down to it. 


Pull the lever and get the 
password from the stone 
before jumping down the hole. 


Lower yourself from the 
edge of the platform you 
land on, and continue 
doing so until you reach 
the bottom. 


Climb back onto Elum and 
then take a running jump 
right across the chasm. 


Climb up the ledges to check 
out the stone you saw earli¬ 
er - it's not particularly 
helpful but it looks nice. 


Kill the other two guards and 
then self destruct so that 
Abe can come through safely. 


Possess the guard at the 
bottom and take him into 
the next screen with your 
trigger finger at the ready. 


Before you go down on the 
hft, note the stone on the left 
on the screen - you'll need to 
climb back up to it soon. 
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On your way back ' ^ V 
up to this room, use 
the password to get the 
Spirit Rings again so that 
you can blow up the long 
line of bombs. 


Paramonian 


From your vantage point on 
the left you can possess the 
guard below and use him to 
kill the second guard in the 
next screen. 


When you repeat the pass¬ 
word to this Mudokon he'll 
then give you the use of his 
Spirit Rings ability which 
you can now use to blow up 
bombs from a safe distance. 


..^ hatch 

^ .. 

Ignore these lights as by the 
time they've warned you to 
avoid the bat, it will already 
have killed you. 


The lights will tell you how 
to get rid of the bombs 
with an ability you are soon 
to acquire. 


Walk your guard into a mine 
and then use the hole to 
reach the next screen where 
you'll find the exit portal. 


It might seem like a stupid 
thing to say, but don't 
attempt to go left here - it 
looks like you might be 
able to but you'll just fall 
off the end. 


This tube will take you into 
the background - lure the 
guard from the next screen 
here and then jump through 
it, you'll then be safe to 
possess him. 


Use the guard to kill the 
Slog before self destructing 
and taking Abe down on 
the lift. 


Pulling the lever when the 
guard is in the position 
shown will send a boulder 
hurtling towards his head. 


Don't follow the Paramite to 
the left - he'll kill you, 
instead climb up to the 
ledge and then walk left. 


Jump left and then right so 
that you can lower yourself 
down to pull the lever with¬ 
out backing the first 
Paramite into a corner. Ride 
the lift that arrives up into 
the next screen. 


Take the lift as far up as it 
will go and then look for 
the drips which show you 
that there is another ledge 
above you. 


Throw the meat for the 
Paramite that's guarding the 
stone, read the stone, 
remember the password, and 
get back on the lift before 
he comes back. 


Get some meat from the bag 
and ride the lift back down 
to the room where the 
Paramites are. 


You need to go through 
each of these doors in turn 
and complete the tasks 
inside to light the torches. 
Make sure you read the 
stone for some tips on how 
to deal with Paramites. 


Stand at a distance from the 
bombs and activate your 
new ability using the chant 
buttons - they'll blow up 
allowing you to reach the 
flintlock lever. 










With the lever pulled, the air- 
tube in the password screen 
will be activated - jump in. 



As soon as you land, run 
and jump to the left to 
reach the exit - two 
Paramites are on their way! 
Torch 1 should now be lit, so 
you're ready to go through 
door number 2... 



From this screen go left to 
get a guard's attention, 
instantly run back into this 
room, jump up to the ledge 
and start chanting - this 
way you'll possess the guard 
before he leaves the screen. 



Use the guard to kill the 
second guard before self 
destructing so that Abe can 
come in and get a rock 
from the bag. Continue to 
the left... 



...where you'll find this 
intimidating series of jumps 
- the secret here is to roll 
and grab rather than jump, 
just make sure you avoid the 
boulders and the bat! 



Tiptoe across to the timed 
mine, arm it, and then roll 
to the right - the Slog 
should get blown up as it 
starts chasing you, allowing 
you to light the torch and 
get the password. 





Make your way back to the 
start and then to the right 
where you can use the rock 
to detonate the bomb before 
enchanting the bells and 
going through the exit. 


Door number 3...The patches 
of dirt on the floor are actu¬ 
ally switches that trigger 
boulders to fall from the sky 
- use these to kill Paramites 
that are following you. 



The Paramite in the screen 
to your left should be your 
first victim, crush him and 
then get the password from 
the stone. 



As you continue right youll 
trigger lots of boulders, until 
you learn where they fall - 
the safest place to stand is 
actually on the trigger 


-i 



Lure the three Paramites 
from the next screen in here 
one at a time for crushing 
before you attempt to reach 
the lever there. 
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With the torch lit you can 
return to the room with the 
bells and go through the 
exit - remembering of 
course to look out for the 
falling boulders on the way! 


Door number 4... Roll to the 
right to find a very familiar 
looking screen - treat as 
before and avoid the two 
bats as they fly their figure 
of eight course. 



Disarm the first bomb so 
that you can then take a 
running jump over the sec¬ 
ond one to reach the ledge 
- look out for the bat at 
all times! 





Climb up to the next screen 
and disarm all three of the 
bombs so that you can pull 
the lever and creep into the 
room to the left. 


Tiptoe until you're directly 
under the ring and then 
jump up to pull it and open 
the exit - at this point the 
Slog will wake up so you 
must instantly start running 
to the right... 


You'll fall off the end of 
the platform and end up 
here - all you need to do 
now is make your way back 
to the start where the exit 
is now open. 


Door number 5...Climb up 
from the first screen to find 
this bag of meat, grab a 
piece and carry on cUmbing. 


When you reach the top go 
left to this screen, drop the 
meat in the shadow from the 
rock above and then pull the 
lever to crush the Paramite 
as it eats. 


In the screela to the left 
again, you'll find another 
Paramite - get some more 
meat if you need to, and 
kill him in exactly the 
same way. 
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Continue to the right, and 
then across the screen where 
you first climbed up. 


Get another piece of meat 
from this bag, and then 
lure the Paramite back to 
the room where you killed 
the other two. Continue to 
the right. 


Throw the meat for the 
Paramite and then trigger 
the large boulder to crush 
him, run left as soon as 
you've triggered it and jump 
up onto the safety of the 
platform in the next screen. 


With the boulder and the 
Paramite out of the way - 
you can find a secret by 
rolling through to the right 
from the position shown. 


Activate the secret portal 
and jump through it to 
find the 'Paramite 
Packaging' room... 



As soon as you land, run to The Paramite you're chasing From the platform you can 

the right and then hit the X will be backed into a corner, talk to the Mudokon closest 

button to roll through the so jump up and grab the to you and ask him to fol- 

tunnel into the next screen. platform to reach safety. low you, drop some meat 

down for the Paramites and 
take him into the next 
screen - quickly! 





Tell him to wait and get 
back to the safety of the 
platform in the next screen 
before the Paramites come 
looking for more food. 
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Repeat this process for each 
of the three Paramites and 
then drop down a fourth 
piece of meat to keep them 
busy while you go back to 
the first screen and activate 
the portals. 



Once the others have Jump through the portal 

escaped it's time for you to and you're safely (?) back 

do the same - unfortunately where you started. 

falling boulders will be 

blocking your path, roll 

under them quickly because 

the Paramites will be back at 

any moment! 


Make your way down to the 
bottom of the level and go 
left, you should see a beehive 
on the floor in front of you. 


Lure the Slog from the next 
screen towards the nest (use 
some meat if you have to) 
and stand a safe distance 
away while he gets stung. 


As soon as all of the bees 
are distracted, climb up to 
the stone and get the pass¬ 
word from it. 


While you're there you 
might get some bees attack¬ 
ing you, if this happens run 
to the right and climb up 
towards the meat bag there 
- the bees will normally 
'buzz off' after a short while. 


Climb down through a cou¬ 
ple of screens from the room 
where you found the Slog, 
and go left when you reach 
the bottom. 


Throw a hunk of meat at 
the nest to send it down 
onto the Slog - he'll get 
killed - and the second Slog 
that arrives as you're 
pulling the lever will stop to 
eat the meat. 


With the torch lit, you can 
proceed to the top left cor¬ 
ner of the level and use your 
bells password to exit. 


Through door 6 you'll imme¬ 
diately be confronted by 
this Paramite. Follow him to 
the left but only go as far as 
the screen with the meat 
bag in it. 
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Take some meat to the bot¬ 
tom with you, attract the 
attention of the Paramite in 
the screen to the left and 
then (from the safety of the 
ledge), throw the meat as 
far right as you can. 


Use the airtubes to reach 
the flintlock lever that you 
should have seen in the dis¬ 
tance earlier, light the torch 
and retrace your steps. 


The boulder will crush the 
Slog leaving you to safely 
take the lower exit to the 
left and get the password 
and some meat. Also remem¬ 
ber to pull the lever that was 
next to the large boulder. 


You'll eventually find this 
large boulder which will 
roll as soon as you come 
near the lever - run to the 
right until you fall from 
the platform. 


At this point you should 
climb up as far as you can 
until you meet another 
Paramite. Then take the top 
left exit - slowly! 


Paramites from the moment 
you set off until you reach the 
exit Below we've shown you the 
route to take along with a few 
words of advice on how to beat 
the Paramites, but at the end of 
the day this level really requires 
you to just keep on practising 
and learning from your mis¬ 
takes until you get it right 


As soon as you get off the 
lift, jump for this platform 
on the left - the Paramites 
are on their way 


The first thing you should 
know is that although you 
can visit almost every screen 
of this level via the airtube, 
you'll actually just go 
around in a big circle - use 
the lift instead. 


When all 6 of the torches 
are lit the door at the top 
of the temple will open, 
taking you to the 
Paramonian Ijfests. 


With both of them out of 
the way, climb up next to 
the exit and activate the 
bells to open it. 


As soon as you reach the top 
of this area you need to run 
and roll through the narrow 
gap without stopping. 


Jump up to grab the ledge 
in the next screen but don't 
actually climb up, the 
Paramites will jump down to 
the previous screen and out 
of harm's way. 


When you reach this ledge 
you can stop to catch your 
breath, you're out of the 
Paramite's reach - for now! 


As you run into this screen, 
a trap door opens - jump 
over the gap or become a 
Paramite's pie! 


Jump across the gap and 
then run to the left - you 
have to be quick or they'll 
get you from above! 


Remember to use the X 
button whilst running to 
roll through the narrow 
gaps, one pause and you're 
dead meat. 


You might think you're out 
of reach now, but there are 
more Paramites on the way 
best keep moving! 


Be ready to jump this first 
gap and then almost 
instantly jump again to grab 
the ledge above. 
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This whole level leaves very lit¬ 



tle time for thought or mis¬ 



takes; you're chased by 
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Throw the meat for the 
Paramites and quickly make 
your way to the exit. There, 
that wasn't so bad was it? 


Grab a piece of meat before 
jumping down the second 
airtube - you're safe in this 
screen by the way. 


...so grab the ledge to make 
sure he doesn't get a chance 
to turn on you. 


Don't stand around gloating 
though, more Paramites are 
on the way - get down the 
airtube quickly. 


Now it's you chasing a 
Paramite! Not for long 
though, he'll soon be backed 
into a corner... 


Scrabania 


The airtube on this screen 
doesn't work - yet, so walk 
slowly into the screen to 
the left. 


Keep the position shown 
until the guard turns his 
back, then quickly climb up, 
tiptoe to and activate the 
bomb, then roll off the end 
of the ledge - missing the 
mine below. Ignore this tube 
for now and tiptoe off to 
the left. 


When the guard's back is 
turned, creep out of the 
shadows and climb up onto 
the ledge. X marks the spot, 
and pulling the lever will 
drop a boulder down on the 
unsuspecting Slig. 


Pulling this lever will drop 
down a boulder onto the X 
beside it, but pulling it a 
second time will activate 
the airtube you saw in the 
first screen... 


Allowing you to go into the 
background and pull the 
lever you find there, to acti¬ 
vate the airtube in the sec¬ 
ond screen. 












In the next screen down, 
use the red rings again to 
blow up the mines so that 
you can reach the stone to 
get the password. 


Move them a safe distance 
away: the Mudokon below 
will be happy if you tell him 
the password. Activate your 
spirit rings as soon as they're 
far enough away, or one will 
come back and get you. 


Get the spirit rings again 
and use them to blow up 
the bombs before you 
attempt to proceed. 


Run straight into the next 
screen on Elum and stop for 
nothing - you have to keep 
running and jumping to 
avoid these bombs. 


Keep running and jumping 
as fast as you can, and by 
some strange coincidence of 
fate, you'll manage to avoid 
all three of the bombs that 
looked so menacing just a 
moment ago. 




You made it! Now carefully 
jump the last gap and pro¬ 
ceed to the next area. 


Eventually you'll reach this 
lift which you should ride 
up to the next screen... 


...where Elum will soon 
become distracted by some 
honey! Your next task? Get 
him back. 
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Take the lift down into the 
next screen and continue to 
the right. 



Jump the gap and then roll 
into the next screen so that 
when you arrive there you'll 
be hiding behind a rock, 
ready to speed off. 


Hide behind the rock while 
the Slig is in the background 
- but roll as far to the right 
as you can without leaving 
the safety of the rock when 
he disappears. 


As soon as he comes back, 
roll into the next screen, pull 
the lever and go back to the 
rock - where youTl now see 
that the airtube is working. 


Jump through it, and youTl 
find yourself back at the 
lift, having knocked the bag 
of rocks on the way. Pick up 
the rock and ride the lift as 
far up as it will go. 


Use the rock to blow up 
the mine blocking this 
entrance - make sure 
you're a safe distance away 
from it though! 


Roll through the narrow 
entrance and repeat the 
Mudokon's chants to 
receive the Spirit rings, 
then return to the screen 
where Elum is and go care 
fully to the right. 


Stand just inside the screen 
and use your Spirit rings to 
get rid of the four bombs 
on the screen, before 
climbing up. 



As soon as you pull this 
lever, a swarm of bees will 
start chasing you - now you 
need to lead them to Elum. 




Don't forget to press X 
whilst you're running to roll 
through this narrow gap - 
every second counts with a 
swarm of bees bringing up 
the rear! 


Run past Elum and then 
watch as he gets stung into 
submission by the angry 
swarm - he can then be 
mounted as usual. 


Take Elum down on the lift 
with you and then go right, 
to the screen where you hid 
behind the rock earlier. 
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Stop running before you fall 
down the gap, climb off 
Elum and use the airtube to 
reach the other side. You 
can now deactivate the 
bomb, before creeping into 
the next screen. 


Jump into the bag to knock 
out a stone and then use 
the right hand lift to go 
down and get it. 


Run into the next screen, 
and don't stop until you've 
cleared this gap and gone 
into the next screen, the 
Slig in the background 
might start taking pot-shots 
if you hang around! 


Hide behind the rock to 
avoid the Sligs and then roll 
underneath the bomb into 
the next screen. 




Use the airtube you find 
there to fire you up to the 
next screen - take note of 
the screen you fly past on 
the way up. 


To the right of the screen 
with the lifts, you'll find 
this Mudokon in the dis¬ 
tance - if you tell him the 
password he'll give you the 
Spirit rings ability. 


Stay hidden behind the rock 
while you possess and kill 
each of the Sligs in turn. 
With them out of the way 
you're safe to jump down 
the airtube that takes you 
back to Elum. 


Use Elum to jump the bigger 
gaps as you go up the lifts, 
past the screen where you 
got the Spirit rings, and into 
the next area. 


From the safety of the ledge 
you can possess the Slig 
guard, then take him off to 
the right and get ready to 
wreak some havoc on his 
Sliggy friends. 


Throw the rock at the mine 
on the other side of the 
screen and then use the sec¬ 
ond lift to go and get the 
password from the tablet. 


At the screen you quickly 
rolled through earlier, use 
the rings to blow up the 
bomb - you'll get hit by the 
anti-chanting unit, but 
thatll get blown up as well. 


What can I say? Jump the 
first gap, jump the second 
gap - stop for nothing! 




Climb down as far as the 
lever, pull it, and then climb 
back up as quickly as you 
can, because the bombs are 
on the move. 


After making this jump the 
bomb gives up and heads 
downwards. Take a well earned 
breather, then head right. 




Climb back on Elum and 
jump across the gap when 
the bomb is well out of 
harm's way. 


This bomb is in your way, so 
leave Elum at the bottom 
while you climb up the 
ledges to the next screen. 


Take Elum with you into the 
next screen, but walk in 
there quite slowly, because 
there's a large bomb waiting 
for you! 


Leave Elum a distance from 
the edge and climb down 
into the next screen... 


The bomb in this screen 
chases you right through 
the next three screens, so if 
you stop, you die! 









You'll get fired out again, 
landing to the right of the 
Slog. Run to the next screen 
and jump straight through 
the portal you activated a 
moment ago. 


Jump through the airtube to 
come into the foreground, 
then make your way carefully 
into the screen to the right. 


As soon as you activate the 
exit portal, the Slog will 
chase after you - run back to 
the left and jump down the 
airtube as quickly as you can. 


Repeat the chants to gain 
the Spirit rings, use them to 
get rid of the mines and then 
make your way to the right. 


tier an interesting series of 
rtube flights, you'll even- 
.ally end up here. Make 
)ur way to the right, which 
safe now that you're in 
le background. 
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The airtube is useless at the 
moment, so keep on tiptoeing 
until you're past the guard 
and into the next screen. 


But after jumping over this 
gap, dismount, tell Elum to 
wait, and creep into the 
next screen. 


The coast is now clear for 
you and Elum to jump the 
gap, and a few others 
that follow... 


Shoot the sleeping guard 
below as he wakes up, then 
pull the lever to send the 
bomb that was blocking your 
path hurtling down towards 
him. Two birds with one 
bomb, and all that! 


As the lift arrives at the 
ledge, the second guard will 
wake up - shoot him and 
then take the lift down to 
the next screen. 


Jump down the airtube - 
don't attempt to go to the 
right, you'll just be attacked 
by a couple of guard Slogs. 


From here you can possess 
the guard that was sleeping 
earlier. Head right through 
the next few screens - keep 
your gun ready. 


You'll need to repeat a chant 
to the Mudokon in the back¬ 
ground and then jump down 
the airtube when he's acti¬ 
vated it. Try crouching and 
rolling from corner to corner 
to avoid the bomb. 


Keep a close eye on the mov¬ 
ing bomb as you jump into 
the gaps between the mines 
and duck to avoid it - it's not 
quite as hard as it sounds! 


Take out the Slig that's block¬ 
ing your route across the gap, 
then dispose of the Shg that 
you're controlling, so that we 
can get back to Abe. 


The Mudokon in the back¬ 
ground will give you the 
Spirit rings if you can repeat 
his chant. When you have 
them, go off left. 


Jump down the airtube, get 
back onto Elum and head 
right, past the screen where 
you just shot the Slig guard. 


Where you'll be able to blow 
up all seven of the explo¬ 
sive devices in one go - 
stand back! 


Unfortunately this is where 
you must bid Elum farewell! 
Dry your tears and proceed 
to the right. 


Pull the lever and jump 
down the airtube. Don't 
bother getting the Spirit 
rings again - it'll only slow 
you down. 
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Wait until there are no Slogs Crouch behind the first rock 

in the background and then until the coast is clear for 

roll/run straight across to you to go to the second, 

the next screen. then jump over the bomb 

and continue right. 



More of the same here - just Slight complications this 
keep rolling and hiding, time: deactivate the bomb 

hiding and rolling - you get when there aren't any Slogs 
the idea. around and then take a 

running jump to clear the 
three mines. 





Drop down through the gap 
and run off the edge to the 
left when the Scrab is a safe 
distance away. 


Roll through the narrow 
tunnel to the right and 
then straight through the 
next screen. 



Throw a rock at the mine, so 
you can roll through and 
collect the password from 
the tablet. 



The dripping from above 
tells you that there's a plat¬ 
form to climb up on here - 
do so and walk carefully to 
the left. 



Pull the lever to light the 
fire, then go back the way 
you came. 



You've done everything you 
need to, so all that's left is 
to reach the exit safely. 



Time this climb, run and A couple of jump later and 

jump perfectly or youll be you'll find the exit, so it's 
trampled into the ground by back to the temple and 


the Scrab. onward, through door num¬ 

ber three... 



Avoiding the Scrab, you You'll find yourself on the 

need to pull the lever on the raised platform that was 
left, and then jump down out of reach originally - 

the airtube on the right. Use jump down through the air- 
the platform in the middle tube here, 
as a safe area. 



Jumping through the tube 
in the background will fire 


you into the foreground, and 
youTl land right next to the 
password tablet. 



When the Scrab is under¬ 
neath you, take a running 
jump to the left and keep 


running into the next screen. 



Jump up and grab the ledge 
to avoid the Scrab, then 
walk off to the right to fall 
down into the airtube below. 
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When you land, climb up 


and pull the lever you flew 
past a moment ago, then go 
back down to the lever you 
landed next to. 



With the Scrab safely over 
on the left, pull the lever to 
fall through the trapdoor 
and quickly run to the right. 



Get down the first airtube as Youll now land right next to Wait until the Scrab is Get down the airtube as Jump and climb up to the 

quickly as you can - hesi- the flintlock lever, pull it to beneath you and run into quickly as you can. Jumping next screen, where youll 

tate for just one moment light the fire and then climb the screen on the left. up to the ledge and walking find the exit back to the 

and the Scrab will get you. down carefully. off into it won't work main temple. 

because it fires you to a dif¬ 
ferent place. 
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Through door number 4... 
Carefully make your way 
down to the screen below 
and wait for the Scrab to 
drop down through the gap 
between the two ledges. 


The jump from ledge to 
ledge is too long for you to 
make. Wait until the Scrab is 
a safe distance away, drop 
down through the gap and 
jump up to the other side 
from there. 


With the fire lit, jump over 
the Scrab and run to the 
left, straight through the 
next screen. 


And over the jump in this 
one - you might not be able 
to see the Scrab, but he's 
chasing you. 


Jump and climb up to this 
ledge to learn the password 
from the tablet before con¬ 
tinuing your run to the left. 




With a well timed running 
jump you can make it up to 
the ledge before the Scrab 
even knows you're there. 



Open the door using your 
chant, while the two Scrabs 
fight to the death below 
you... Four doors down, 
four to go. 



Door number five: ignore 
the airtube for now and 
instead run into the screen 
to the right. 



Jump the gap, but slow 
down a bit before you go 
into the next screen because 
you'll have to do an about- 
turn in a second. 


Double back as soon as you 
enter the screen, the Scrab 
will now follow you as you 
run back to the first screen 
on the far left. 
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Jump down the airtube and 
you should land to the right 
of the Scrab, meaning that 
you can run to the right 
without having to worry 
about running into him. 





Run as far right as you can 
until you find this lift, 
which you must then ride 
down as far as it goes. 



At the bottom, go right into 
this screen to lure the Scrab 
out and then quickly run 
back on to the screen you 
just left. 



After jumping to the safety 
of the ledge, wait for the 
Scrab to step onto the lift 
and then send him up to the 
top on it. 





With him out of the way, 
you can pull this lever to 
activate the airtubes with¬ 
out becoming Scrab fodder! 







The airtube on the raised 
ledge will now have leaves 
blowing from it, indicating 
that it's ready for use. 
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The airtube you land right 
next to is your next move, 
but you might want to stick 
around and watch the Scrabs 
fighting first! 



All that remains now is to 
light the fire and get out 
of here. You will land neat¬ 
ly, right next to the pass¬ 
word tablet... 



...and in the next screen to 
the left you'll find the 


flintlock lever. Pull it and 
make your way back to the 
screen where the Scrabs 
were fighting. 



A quick ride down on the 
lift later, you'll find yourself 
at the bottom with nothing 
to worry about - except 
whether Abe can remember 
the password for the exit! 
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Through door number six... 
and straight into a room 
being patrolled by a mine. 
Take your time and avoid 
its predictable path as you 
lower yourself into the 
next screen. 
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Jump across to the platform 
on the right and then lower 
yourself down again. 
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The lever in front drops a 
rock onto the X in the fore¬ 
ground: if you time it okay 
- and move on tiptoe - you 
should be able to crush the 
Slig without alerting the 
guard in the background. 


After hiding behind the wall 
on the right, run, jump and 
roll on into the next screen 
as quickly as possible to 
avoid being shot. 


Hide behind the rock just 
inside this screen, and 
from this position of safe¬ 
ty, possess the guard in 
the background. 




Pulling the lever to light the 
flintlock also releases a pack 
of Slogs from the left, shoot 
all of them and then walk to 
the right. 




Shoot the second Slig guard 
and then dispose of the one 
you're controlling so you can 
return to using Abe. 


Get the bells password from 
the tablet, then jump down 
the tube which will take you 
to the exit. 




Activate the exit and head 
back to the temple - only 
two more doors to go! 


Door number seven... 
Lower yourself down into 
the screen below. 


Take a running jump to the 
left, and don't stop running. 


Jump up to the ledge, and 
when the two Scrabs start 
fighting, jump over the top 
of them and run to the right. 


With a perfectly timed jump 
here, you can reach the 
ledge above the Scrab before 
he even knows you're there. 


Pull the lever to activate 
the airtube and then jump 
down it as soon as the 
Scrab lets you. 


You're now in the back¬ 
ground, next to the flintlock 
lever. Pull it, and proceed to 
the right... 


...where you'll find the pass¬ 
word tablet. Get the pass¬ 
word and go on to the right 
where you'll come across an 
airtube eventually. 


Pull the lever, and pick your 
moment to jump and run to 
the left. There are actually 
two Scrabs below you so it's 
probably worth waiting for 
them to fight. 


Run left until you arrive here, 
jump up to grab the ledge 
and chant the exit password. 



The Scrab that's chasing you 
will arrive any second, so 
once the fight's started, it's 
just a case of picking your 
moment to exit. 
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The last door... run to the 
right, and make sure that 
the Scrab follows you - at 
a distance! 



Jump and grab the ledge to 
get out of the Scrub's reach 
and then pull the lever to 
light the fire and bring a 
second Scrab onto the scene. 



Wait for them to finish 
fighting before you jump 
and run to the left because 
you need the winner to fol¬ 
low you. 



Run back to the first screen, 
jump and climb to safety and 
the take the lift to the top. 



Go carefully into the screen 
on the left, and be ready to 
turn around and leg it back 
when the Scrab sees you. 



As the Scrab comes up on 
the lift, run back to the 
right and press the X but¬ 
ton to roll through the nar¬ 
row gap. 


From the safety of this little 
cave, pull the lever to send 
the Scrab down on the lift - 
he'll get off it to fight the 
second Scrab, so bring the 
lift back up and walk across 
it into the next screen. 


Ride the lift down to find a 
secret area: the Rupture 
Farms' Cafeteria! 


The secret area isn't one of 
the easiest but as long as 
your jump button is work¬ 
ing, you should be alright. 


The first thing you must do is 
chant to open up your exit: if 
the birds get scared off youll 
never be able to escape. 



Let the Scrab know you're Tell the first Mudokon to fol- 

there by dangling your legs low you. When the Scrab is 
over the side of the ledge, walking to the right under- 

but don't let him get them! neath you, jump down from 

the position shown. 



Take a running jump over the Another couple of running 
gap and then stop for noth- jumps in the next screen and 

ing as the Scrab gives chase. you should be safely out of 

reach on the raised platform. 




From here you can chant to 
open the exit portal for the 
Mudokon before going back 
for another one. 











With all of the fires lit, the 
central door opens up allow¬ 
ing you to leave the temple 
and go to... 


Use the bells to open the 
exit, and return to the 
Scrabanian Temple for the 
last time. 


Jump up here quickly, in 
case one of the Scrabs is fol¬ 
lowing you and run straight 
across to the next screen. 


Wait for the two Scrabs to 
start fighting, then jump 
straight over the top of 
them and run right. 


Just don't forget to get your 
exit password from the 
tablet as you re-enter the 
normal level! 



Scrabanian 

Nests 

This level sees you being 
chased all the way through - 
meaning that you don't really 
have any time to stop and 
think. The lights on the first 
screen tell you to jump down 
the airtube at the start and 
suss out the level from the 
safety of the background. 
Well that's up to you, but 
you're probably better off to 
just keep trying - learning 
from your mistakes as you go. 


Another gap to jump, 
instantly followed by a jump 
up to the ledge. Jump up 
again to climb up to the 
next screen. 


Jump up to the higher 
ledge if you fancy a bit of 
a breather - otherwise 
quickly run straight along 
the bottom. 


Jump straight across the gap 
and keep running, the first 
Scrab is about to give chase. 


Use the X button while run¬ 
ning to get through the 
narrow gap, the Scrab can't 
follow you but there's a sec¬ 
ond one waiting to take up 
the chase. 


After grabbing the first 
ledge, you might think you're 
safe, but the second Scrab 
says different - keep moving! 


As soon as your lift stops, 
run to the right - the Scrabs 
are now using their own lifts 
to come and get you! 


Jump and grab the lift up in 
the centre of the screen, 
then use it to reach the 
screen above. 


Run to the right as soon as 
the lift stops to avoid the 
Scrab that's jumping down 
to get you. 


Go through the exit, open 
the portal, and that's it - 
you have finished Scrabania! 
But now you've got to go 
back to Rupture Farms... 


Unfortunately the lever also 
sends rocks crashing around 
you, but the only ones that 
can hit you are the two that 
drop straight down the gaps 
in the floor. 


Jump over the Scrab and 
make your way to the lever 
on the left, pull this to drop 
the Scrab down the trapdoor. 


Jump up to the ledge on the 
far side of the screen and 
wait for the Scrab to stand 
beneath you. 
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stockyard 

Escape 


Avoid the mines and the 
motion detectors as you 
make your way to the lever, 
pull it and then go back to 
the last screen. 


You need to get some rocks 
from the bag on your way 
down to the screen below, 
triggering the bomb at this 
time isn't too tragic, as you 
can use a rock to blow it up, 
but the motion sensors are 
most definitely best avoided, 


Run and jump up to this 
ledge as quickly as possible 
and then climb into the next 
screen before the guard and 
Slog get here. 
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Look for the drips coming 
from the screen above, and 
climb up under them to the 
next area. 


Creep through to the 
screen on the right, ensur¬ 
ing that none of the 
motion sensors touch you 
while you're moving. 



Start running as soon you 
enter this screen because a 
Slog is about to start chas¬ 
ing you. 


Grab this ledge to avoid the 
oncoming Slog and then 
walk carefully into the 
next screen. 


I 



Jump straight over the Slog 
and run to the left as he 
begins to chase you. 


Jump up to this ledge - 
youll trigger the motion 
detectors as you do so, but 
if you stand still on the 
ledge, the mine will miss. 


As the mine continues going 
round in circles, the Slog 
enters the screen and before 
long gets in its way. 


Go back to the screen where 
you first evaded the Slog. 
Take the low route to the 
right, carefully. 


1 


With your rocks in your 
pocket, climb back up and 
take the high exit from this 
screen - hopefully you won't 
have to come back here for 
any more rocks! 



By standing next to the tree 
and throwing the rock up in 
the air it's actually possible 
to blow up all four bombs 
with one throw. If you run 
out of rocks (you need one 
to take with you) go back 
for more before proceeding. 



You should already have a 
rock or two - so don't worry 
about getting one here - 
just jump and run to the 
right to avoid meeting the 
chasing Slog. 
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Use the run 'n roll technique 
to get through this narrow 
gap, don't worry about the 
Slig guard - yet! 



Stand in the position 
shown and throw the rock 
up at the bats in your way 
- they'll follow it letting 
you proceed. 


From the edge, jump down 
the gap between the mines 
without touching the 
motion sensors. 


Deactivate the mine in the 
middle, remembering to 
make sure that you don't 
trigger the sensors. 


Take a running jump up to 
this ledge, deliberately 
triggering the sensors this 
time so that a Slig runs 
into the screen. 









With the electrics off, make 
as much noise as possible 
here to get the Slog's atten¬ 
tion, so that he'll follow you 
back to the left. 


Wait for the guard to blow up 
the mine next to the lever, 
then go and pull it to turn 
off the electric fence off. 


Jump down into the gap, 
then make a quick running 
jump to the platform on the 
left to avoid the (hopefully) 
oncoming Slog. 


The Slog will blow itself up 
on the mine it runs into, 
allowing you to jump over 
the remaining two into the 
next screen. 


And that's it or this month! 
Next month we'll show you 
how to beat the remaining 
five levels back at the plant 




Rapture 
Farms II 


Go through this door, then 
when you reach the top run 
to the left because a Slog is 
about to give chase! 


The electricity will turn off 
at this point - allowing you 
to proceed into an area that 
you should recognise from 
earlier in the game 


Take this Mudokon through 
into the screen to the left and 
get him through the portal 


Lower yourself down into 
the next screen and activate 
the portal you find there to 
go back to Rupture Farms. 


Avoid the machinery on 
your way to the next screen, 
and have your gun ready as 
soon as you get there 


After killing the guard in 
this screen, dispose of your 
Slog and walk carefully on 
into the next screen 


Either shoot the other 
guards or tell the Slog to 
get them as you continue to 
the right 


Jump up to the platform 
here, and possess the guard 
below. Now tell the Slog to 
follow you as you walk to 
the right 


This Slig guard will wakes 
up as you pass him, but just 
keep running and he'll be 
too slow to shoot you 


Remember that the machin¬ 
ery between you and the 
portal is still active and that 
you need to get the 
Mudokon through it in safety 


Now continue to the right 
until you find this Mudokon, 
who you need to be take 
back to the portal on the left 


In the screen to the left of 
here, a Mudokon will give 
you more spirit rings ability 
which you can then use to 
get rid of the mines in the 
previous screen 


Back with Abe again, walk 
into the screen to the left 
and activate the portal so 
that the Mudokon below you 
can escape 


As you walk across the 
screen, the kennel full of 
Slogs comes to life and you 
need to shoot about 30 of 
them until there are none 
left. Your guard has now 
outUved his usefulness 
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Rapture 
Farms 11-2 


Tiptoe until you reach the 
safety of this ledge, and 
then possess the sleeping 
Slig guard below 


The lever in this room opens 
your exit to the next level, 
but before you use it, you 
need to escort the Mudokon 
to safety 


Area complete! Now it's time 
to move off to the second 
Zulag via the transport 


As you continue to the 
right, you'll find another 
Mudokon between two 
machines - unfortunately he 
needs to be taken all the 
way back to the same portal 
as the last one 


Repeat the sounds made by 
the security door to get past 
it and then wait until the 
second guard drops down 
from above - and shoot him 
before disposing of your Slig 


Take the lift up to this 
screen where you need to go 
through each door in turn to 
open the exit at the bottom 


Through the first door, go 
to the right until you come 
to the screen with the por¬ 
tal with a number three in 
it - this means that if you 
get three Mudokons 
through at once, your scars 
will be activated 


Stand to the right of the 
lever to pull it, so you can 
then instantly run to the 
left and avoid the Slig 


Climb up to the ledge as the 
Slig walks off it, then possess 
the Slig and walk to the left 


Repeat the sounds made by 
the machine to turn off the 
electric barrier, then before 
you dispose of your Slig, use 
his gun to get rid of the 
incoming guard o 


Take each of the Mudokons 
into the portal room, but 
don't start to activate it until 
all three of them are there 


Once all three of the 
enslaved Mudokons have 
escaped, the blue rings will 
be activated and you're ready 
to go up to the next screen 


Pulling this lever will open 
the exit, but instead of 
going back there you should 
go to the right to rescue 
another two Mudokons 


Chant to activate the blue 
rings, and enjoy the show 
as everything in the screen 
is destroyed 


Wait for the Slig to enter 
the screen and possess him 
before going to the right 


Go past the Mudokons and 
kill the second guard before 
you self destruct your Slig 
and resume control of Abe 


Free the Mudokons, then 
return to the beginning of 
this area to find the exit 
before attempting the sec¬ 
ond door... 


...where you will need to 
start running straight away, 
because a big angry Slog is 
about to give chase 


Jump up on to this platform 
as quickly as possible and 
possess the Slig below from 
up there 
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With that out of the way 
you're safe to possess the 
guard before proceeding to 
the right 


From here you can throw a 
bomb, which - if you hold 
onto it for about four beeps 
first - should blow up close 
enough to the drone to 
destroy it 


Climb up to the next plat¬ 
form and walk almost to the 
right edge of the screen... 


There are different ways of 
doing this area but the easi¬ 
est, in my opinion, is to first 
kill the Slig and then dis¬ 
pose of the guard 


Jump over these mines, or if 
you have any bombs on you 
destroy them because you'll 
need to take some Mudokons 
past here later 


Mission accomplished! So it's 
back to the exit - and time to 
tackle the third and final door 


Now you simply have to con¬ 
vince the two Mudokons to 
follow you into the screen to 
the left of here so that they 
can escape 


Be sure to get some bombs 
before you leave this area, 
you never know when you 
might need them! 
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Shoot the guard just inside 
the screen and then walk 
towards the Slog kennel 
with your finger on the trig¬ 
ger. Once all the Slogs are 
dead you can pull the lever 
and dispose of your guard 



Tiptoe straight through this 
screen or you'll wake the 
sleeping guard 



Climb up here and walk back 
into the last screen, stop¬ 
ping just before you reach 
the lever 


Wake the guard up and then 
throw a bomb gently so that 
it stops on the trapdoor, pull 
the lever and the bomb 


Now pull on the lever below 
to summon the lift in the 
screen to the right, then 
take this up to find the 


...which is being guarded by 
a sleeping Slig, chuck a 
bomb into his area and ride 
the lift down to the safety 


Once the guard is out of the 
way, go and pull the exit 
lever that he was guarding 
and then set about rescuing 


should fall through onto the exit lever... 


the Mudokons below 


guard below... Big boom! 



If you didn't destroy the 
bombs in the portal room, 
now is the time to do so 
because the silly Mudokons 
won't even attempt to jump 
over them 


To get the Mudokon down to 
the lower level you can 
always use the trap door 
rather than trying to con¬ 
vince him to jump 



Now get both of the 
Mudokons through the por¬ 
tal, and take exit, taking 
some bombs with you 



\ 





The exiT to the next Zulag 
will now be open, so go 
through the door and enjoy 
the cut scene... 
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Farms 11-3 
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From here tiptoe to the Wake the guard and run 

left so that you don't back to the screen on the 

wake the Slog as you go right, jumping up to the 

to the next screen platform as you do so 



From here you can chase Now tell the Slog to go and 

the guard that's followed kill the sleeping guard 

you - tell the Slog to follow before you kill it, then 
you right destroy the Slig and go back 

to controlling Abe 



Abe can now reach the lever 
to turn off the electricity in 
the screen to the far left, 
that was preventing him 
from proceeding upwards 



Take the lift up and you 
will be greeted by an all to 
familiar sight - another 
three doors to beat before 
you can proceed through 
the fourth 



Through the first door (top 
left), cross the gap and then 
tiptoe on to the screen to 
the right 



From the safety of the plat¬ 
form, throw a bomb onto 
the guard below - you can 
then safely get some more 
from the dispenser 



In the screen to the right, a 
well placed bomb, thrown 
just as it's about to blow, 
can take out the drone 
that's preventing you from 
possessing the guard below 



Use the possessed guard to You'll land here, where you Back in control of Abe, take On your way down you'll At the bottom of the shaft 

pull the lever and then run can pull the exit lever, then the Mudokon to the edge of notice the number four you need stay in the posi- 

to the left until you drop off dispose of the guard in the lift shaft and tell him to inside the portal - rescue tion shown and throw bombs 

the edge whatever way you choose wait while you lower your- four Mudokons at once here into the next screen to kill 

self down there to get the blue rings the guards there... 



...but for the bombs to kill, 
you need to be in the same 
screen - so you'll have to 
roll quickly in and out of 
the screen while the bombs 
go off 



When both of the guards 
have been killed, you're safe 
to pull the lever at the bot¬ 
tom of the lift shaft to sum¬ 
mon the lift 





Run to the right as soon as 
you pull it though, because 
there's a Slig riding it who's 
just about to give chase! 



Jump up to this platform 
and then possess the guard 
as he enters the screen 
below you. Dispose of him so 
that you can get on with 
rescuing the slaves 



Take each of the Mudokons in 
turn to the lift until all three 
of them are ready and waiting 
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Back in the first screen, use You're now free to rescue the Remember the position of Tiptoe past the lever and Get up onto this platform 

one of your remaining Mudokon and make your this floor scrubbing Mudokon into the next screen. Ignore and possess the sleeping 

bombs to blow up the mine escape before attempting - he's the only one that the guards above - they'll all guard below before taking 

that's preventing you from the third and final door needs rescuing in this area be dead soon him back into the screen on 

rescuing the Mudokon the left 



The lever activates the trap- Bring them down one at a Take Abe through the tunnel Leave him waiting in the Now take him into the 

door in the platform above time and shoot them before and into the screen with the trapdoor so that you can screen on the right and 

and can be used to bring they get you, when there are second Mudokon, tell him to pull the lever to get him release him before proceed- 

guards down to your level none left you can self destruct follow you down to your level ing through the door 



Now collect some bombs As you possess one of the Shooting this guard will Don't worry when the Eventually you'll be in con- 

from the dispenser before guards below, the other one alert three more to your inevitable happens - the trol of the last surviving 

continuing down into the will shoot him - no problem, presence, take out as many other guards will soon come guard and be ready to pro- 

next screen just possess the survivor and as possible with your gun into the room with Abe and ceed to the right 

go to the right can be possessed just like 

the last ones 



'Talk'your way past the Now run into the next screen Resume control of Abe and ...not forgetting to pull the Climb up to the next level 

security door and dispose of so that you can get into a free the Mudokons before exit lever on your way back if but stay dangling down 

the Slog in anyway you see position from which to shoot making your way back to you haven't already done so until the coast is clear 

fit - in this case by convinc- the second guard without the exit... 

ing it to run straight into harming any of the Mudokons 

the electricity 













The other Slogs on route 
won't wake up until you 
pass them, so just keep 
on running... 


Go through the door and 
instantly start running to 
the right because a Slog is 
about to come after you 


The guard in this room can 
be killed with a bomb if you 
tiptoe into the screen and 
throw it so it blows up as 
soon as it lands 


You can now pull the lever 
to deactivate the electricity 
and then take the Mudokon 
to the portal a few screens 
to the left before moving on 


Now kill the sleeping guard 
by activating the bomb he's 
next to or by throwing a 
bomb through the tunnel 


...until you reach this 
screen, where you can jump 
up to the relative safety of 
the platform 


Release all three of the 
Mudokons and make your 
way on to the other screen, 
where the guard is 
patrolling overhead 


You can also rescue this 
Mudokon by pulling the 
lever to deactivate the 
electrics and leading him to 
the same portal 


You're now safe to move 
along the bottom of the 
level, so you can take the 
two Mudokons from the 
ledge to the far left where 
the portal is situated 


By moving between the 
two platforms and the 
bomb machine you should 
be able to blow up all of 
the slogs below 
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Possess the guard below and 
use him to pull the lever to 
the left, but turn him 
around quickly... 


Go through the door and 
you're into the Slog kennel 
area... proceed carefully to 
the right 


But when you emerge 
there'll be lots more ene¬ 
mies for you to deal with 
than before... 


As soon as you pull this 
lever, Slogs will attack from 
both sides alternately, start¬ 
ing with one from the left 


Stand right next to the 
lever so that you are in the 
centre of the screen and 
have the same amount of 
time to take out all the 
Slogs on both sides 


So our advice is not to both¬ 
er, in which case you'll only 
have one or two enemies to 
get past between here and 
the last level 
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Possess the guard and take 
him cautiously through to the 
screen on the left - with your 
trigger finger at the ready! 


Shoot all of the Sligs (includ¬ 
ing one that only comes out 
when you're near the lever) 
that emerge from the kennel, 
then pull the exit lever locat¬ 
ed right next to it 


Now go back to the far left 
of the area and through the 
door to retrace your steps... 


...because a mass of Slogs 
are about to emerge from 
out of the kennel! They 
must all be shot before you 
can proceed left 


Back to this screen where 
you need to hang on to the 
left of the gap until it's safe 
to climb up 


As soon as the guard's back is 
turned, tiptoe along behind 
him into the next screen and 
wait in the shadows 


When it's safe to do so, 
climb up to the next level 
and repeat the procedure for 
the second guard 


Now pull the lever on your 
way through the next 
screen, but be quick because 
the guard will be along at 
any second! 


Abe now has two choices: if 
you go left past the kennels 
and roll into the employee 
lounge you'll be given the 
red spirit rings... 
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Including another kennel 
full of Slogs, which will 
again have to be taken out 
by a possessed Slig 


And even if you make it 
this far and are ready to 
take your spirit rings with 
you to the Boardroom - 
when you get there youll 
have lost them 
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The end of the attack is 
marked by two Slogs who 
both attack from the left, 
at this point you should 
charge to the right until 
you hit a bomb 


m -w * 

And by the way, ignore the 
'Do not touch' sign here - do 
touch here to stop the 
machinery in the plant and 
watch a great cut scene 
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This is a speed level similar 
to the nest levels of 
Paramonia and Scrabania, 
two minutes might not seem 
like long but there's really 
not any need to take unnec¬ 
essary risks. Even if you take 
the time to rescue the soli¬ 
tary Mudokon on this level 
you can finish it with plenty 
of time to spare 
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...because if you just keep 
on jumping you'll incredibly 
manage to avoid both of the 
machines on your way across 


Deactivate the bomb to your 
left when you land (it has a 
1-3-3 combination) and then 
jump to the left without 
stopping, even when you 
reach the next screen... 


Lower yourself carefully 
down from this screen 
though because there are 
more than a few bombs 
waiting for you below 


Run straight off the end of 
this platform, but try to 
slow down a little just 
before you fall off so that 
you don't hit the wall 


Take the lift down to the 
next screen and get ready to 
run and roll to the right 


Pulling the lever summons a 
lift, but unfortunately you'll 
have to go to the left AGAIN 
to reach it! 


So it's back the way you 
came - which incidentally is 
slightly harder than the first 
time, but still not too bad 


Pull this lever to turn off 
the electricity at the bottom 
right of the screen. All you 
have to do now is get to the 
lever there 


Climb up and roll to the 
right - avoiding both 
machines again. The easiest 
way seems to be by going 
over the first and under 
the second 
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...and down to the board- 
room you go. Get ready to 
use the rings as soon as 
you land 


Releasing this Mudokon will 
reward you with the blue 
spirit rings, but before you 
use them pull the ring above 
the trapdoor 


Deactivate each of the three 
mines in turn, then tell the 
Mudokon to follow you to 
the right 


More of the same: remember 
that to jump three mines 
you have to be running. 
When you reach the bottom 
make your way to the left 


If you're brave you can run, 
roll, and jump without stop¬ 
ping but you might want to 
take it a little bit slower 
than that 


Either way, well done, 
and we'll see you again 
when you get stuck on 
Abe's Oddysee 2! 


Or the hero's welcome? 


Will it be the mincer? 


Pull the gas shut-off lever 
and I'm afraid all that 
remains is to await your cap¬ 
ture and see which ending 
you're getting... 


Use the rings and enjoy 
the show as your oppres¬ 
sors are rapidly electrocut¬ 
ed and killed! 
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back through the door, tak¬ 
ing Guybrush with it. After a 
quick animation you will 
find yourself in the treasure 
room. Pick up the bag of 
wooden nickels and the dia¬ 
mond ring which is under 
the bag. Use the diamond 
ring to cut a hole in the 
glass of the porthole, this 
will flood the room and 
Guybrush will use the rubber 
ring to float up and out of 
the hold. 


Parti 

First walk over to the ramrod 
on the wall and pick it up. 
Talk to the pirate, which is 
in fact Wally in disguise. You 
must talk to him about his 
false beard and generally tell 
him he's no good as a pirate 
until he breaks down in 
tears, then pick up Wally's 
hook. Next you must use the 
cannon to take out the four 
long boats heading for land. 
Once that is taken care of, 
use the ramrod with Wally's 
hook, look out of the port¬ 
hole and use the newly made 
gaff with the debris, then 
with the talking skull. Cut 
the restraining rope with the 
cutlass then use the cannon 
- this will blow the cannon 


The barbers is the secret for getting hold of a crew and ship 
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Confused by the curse? Maddened 
by monkeys? Then read nn to have 
all your questinns answered 
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Part II 
Beacii 

Once Elaine has been turned 
to gold, pick up the glowing 
ember and make your way to 
the swamp. 

Swamp 

As you move toward the 
wrecked ship a talking skull 
named Murray will warn you 
not to go into the swamp - 
just tell him you haven't time 
to talk and must get on. Go 
into the ship and give the 
alligator's tongue a pull, then 
talk to the voodoo lady. First 
talk to her about "Nice 
place..." and decline the 
offer of looking at pictures. 
Talk to her some more about 
lifting the curse until she 
tells you about Blood Island, 
the map, the ship, and the 
crew. Before leaving you must 
pick up the pin from the 
voodoo doll and use the bag 
of nickels on the gum 
machine. Head for the town. 

Theatre 

Use the side door to the the¬ 
atre, examine the pirate coat 
then pick up the dandruff, 
(lice!), and look in the pocket 
and take the glove. Pick up 
the magic wand and use it on 
the magic hat to reveal a 
book on ventriloquism. Pick it 
up, then look at the worn 
travel trunk and the Blood 




Island sticker. Head for the 
barber shop. 


Barber Shop 

When you first go into the 
shop, a gentlemen by the 
name of Rottingham will be 
having a trim. Make his day a 
bad one by using the lice on 
the comb that the barber puts 
down every few seconds. Once 
he has been sorted out sit in 
the chair and crank it up by 
the handle once, then use the 
paperweight - this will make 
the barber leave the room to 
find another. While he's gone, 
crank the chair as far as it will 
go and pull the scissors from 
the ceiling. 

Undergrowtl 

Head back to the town and 
go to the right to the under¬ 
growth and use the scissors 
on the mysterious flowers. 
Then use them on the under¬ 
growth itself to go to the 
snake room. Look at the sign 
and you will be swallowed by 
a snake. Once inside, pick 
everything you can find up, 
then use the pancake syrup 
with the mysterious flower to 
make a syrup of the flower. 
Use the mixture on the 
snake's head and Guybrush 
will be vomited into the 
quicksand. Pick up the reed 
to the right and take a thorn 
from the plant to the left 
then use one on the other to 




make a pea shooter, then use 
the paperweight with the 
balloon and it should float. 
Next, blow (parrot head!) the 
balloon toward the life-sav¬ 
ing vine and use the pea 
shooter on it. That should 
drop the weight onto the 
vine flicking it into our 
hero's reach. He will then 
climb out and walk to Danjer 
Bay. Go to the right and back 
to town then go to the 
chicken shop (to the right of 
the lemonade stall). 


They will quickly devour it 
leaving a club card, pick it 
up. Push the quiet patron to 
reveal a serrated knife stick¬ 
ing in his back, take it and 
then pick up the pie pan and 
the biscuit cutter and make 
your way through the archway 
to the caber tossing field. 

Caber Tossing Held 

Go to one of the rubber trees 
and use the biscuit cutter on 
it to get a rubber bung. Then 
head for Danjer Bay. 


For your first task 
you will have to use 
the caonofl to blow 
up the loogboats and 
stop the attack 


Cblcken Shop 

As soon as you go into the 
shop you will be asked if you 
have a reservation - reply 
that you have. Pick up a bis¬ 
cuit, then eat it to reveal 
some maggots. Use the mag¬ 
gots on the gross chicken. 


Danjer Ban 

First use the paste with the 
rubber bung, then use that on 
the rowboat, then use the boat 
to row to the ship. Now use the 
serrated knife to cut the plank 
so it falls in the water, now 
you can climb aboard. 



Doo’t worry, the ooly thing that Guybrush will have to face from this man is an awesome display of his musical taleot io the form of a blindiog banjo solo duel 
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pick up the map. Open the 
porthole in the cabin to 
leave using the plank. Head 
back to the theatre. 


pirate ship. Use the rowboat to 
go back to the barbers. 

Barber Shop 

First hit the salty pirate on 
the back to make him choke, 
then do it again causing him 
to spit out a jawbreaker which 
you must pick up. Then go to 
Blondebeard's chicken shop. 


When you go to the 
heach what shoold 
you always remem¬ 
ber? lhat’s right, a 
towel or two! 


Pirate Ship 

Talk to Fossey and Guybrush 
will inevitably get tarred and 
feathered and then told to 
get lost. Make your way back 
to the chicken shop in town, 
the pirate there will knock 
Guybrush out and take him 
to Le Chimp's quarters on the 
pirate ship. To get hold of 
the map use the ventrilo¬ 
quism book on Le Chimp to 
make him talk Fossey into 
leaving, then Guybrush will 



Tlcatre 

Enter via the side door again and 
go upstairs to the spotlight 
room. Pull the handle to turn on 
the lights. Now here comes the 
tricky bit. For ease III number 
the buttons from left to right 
starting with the top row - 1, 2, 
3, Middle - 4, 5, Bottom - 6, 7, 

8. Press the buttons in this 
order; 8, 1, 4, 7, 5, 3, 3, 5, 6. If 
you get it wrong just reset it by 
pulling the handle to turn all 
the Ughts on again. Then go 
down to the backstage area 
again and use the chicken grease 
with the cannon balls. Make 
your way onto the stage and 
pick up the shovel, Guybrush 
will then pick up Elaine and hide 
her in the crows nest of the 


Chicken Shop 

Give the jawbreaker to Captain 
Blondebeard and it will make his 
gold tooth loose. Then give the 
pirate some of the gum, with 
which he will start to blow bub¬ 
bles. Use the pin on the bubble 
to break it, and the tooth will 
be thrown across the room. Now 
eat some of the gum, pick up 
the tooth and use it with the 
chewed gum. Then inhale some 
of the helium from the balloon 
and eat the gum and tooth. 
Guybrush will then blow a bub¬ 
ble with the tooth inside it, 
which will float out of the win¬ 
dow. As you leave Blondebeard 
will check to see if you have his 
tooth. As you don't, there's no 
problem. Go into the street and 



The only person yon will have to really worry aboot doring the game is Guybrosh’s long sworn arch enemy pirate, Le Chuck 


use the pie pan on the mudpud- 
dle and you should find the 
tooth. Now go to the barbers. 

Barbers 

Show the tooth to the salty 
pirate and he will join your 
crew, then use the glove on 
the pirate standing next to 
the door and he will chal¬ 
lenge you to a duel. You 
must next choose your 
weapon. Close the middle 
case and choose the banjo. 
Here you must follow him 
precisely. Guybrush will play 
the fast bits and you must 
play the same single notes to 
win the duel. Having done 
so, the pirate will go into a 
long solo, during which you 
have to go over to the cases, 
pick up a pistol and use it 
on his banjo. He will then 
join your crew. Go to the 
grassy knoll. 

Grassy Knoll 

Use the serrated knife on the 
sawhorse which will let the 
rum barrel roll to the rubber 
tree. Then set fire to the 
trickle of rum by using the 
glowing ember on it. It will 
blow up the tree and as it 
happens will land right on 
the pile of cabers. Now go 
back to the barbers. 

Barbers 

Talk to the barber about him 
joining the crew, and he will 
challenge you to a caber toss. 
Guybrush will use the rubber 
one and therefore win. Hurray! 

Beach 

Now you need to make your way 
to the Brimstone Beach Club 
(bottom right of the main 
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island) where you have to show 
your club card to the cabana 
boy. Then take three fluffy tow¬ 
els from the hamper and use 
them with the ice bucket to wet 
them. Then use them on the boy 
to get rid of him, and pick up 
the cooking oil. You have to 
walk a little on the sand to find 
out that it's too hot to walk on. 
Use the wet towels on the sand 
so you can walk over them. You 
must do it quickly or they will 
go up in flames! Now pick up 
the mug from the man's chest 
and take it to the lemonade 
stand next to Blondebeard's 
shop. First you have to switch 
the mugs, then ask for some 
lemonade and drink it. The boy 
will run off letting you pick up 
the pitcher which you must use 
on the vat of red dye. Go back to 
the beach and give the sun- 
bather the bottomless mug. Use 
the pitcher of red dye on the 
mug - this will make the geezer 
think he's burning and turn over 


Watch out for 
the spook iflside 
the Goodsoup 
family crypt 


Part III-Three sheets 
to the wine 

Ship 

The first thing to do is stop 
the men singing, and the 
only way to do that is to 
wait for the "We'll surely 
avoid scurvy if we all eat an 
orange." That should shut 
'em up! Then you must 
choose the level of battle - 
I'd advise the easiest setting 
and let the men help you. 
Next you will have to look at 
the map and pick a ship 
with a question mark over it 
- DON'T pick on Rottingham 
yet! After you have defeated 
the ship you will have to 
board the other and have an 
insult duel with the other 


revealing a map tattooed on his 
back. To get it use the cooking 
oil on the map and it will bum, 
letting you peel it off. Walk 
through the gate. 


Once you have the cannon power, you will have to take on 
Rottingham. It is possible but very unlikely that you'll beat him 
first time, so you just have to do it again and again I'm afraid. 


captain. Below are several 
insults (but not all by any 
means, there are loads of 
them!) and replies but you 
will still have to get beaten 
a few times to get access to 
them. When you do defeat a 
captain head back to the 
island and Kenny's cannon 
shop to upgrade your 
weapons. One upgrade per 
victory. Note: you will need 
to get some serious weapons 
to defeat Rottingham! 

Insult 

• Petrified 

• Repartee 

• Night and day 

• Died 

• Homicide 

• Swordplay 

• Mortified 

• Annihilated 

• Created 

• Buffet 

• Cremated 

• Perforated 

• Negligee 

• Exterminated 

• Touche 

• Nauseated 

• Shar-Pei 

• Intimidated '■ 

• Sissified 

• Depopulated 

• Hide 

• Toupee 

• Putrefied 

• Prey 


Replies 

• Backside 

• Breath spray 

• Sit stay 

• Formaldehyde 

• Fungicide 

• Running away 

• Identified 

• Suffocated 

• Dated 

• Fillet 

• Fumigated 

• Infuriated 

• Fiancee 

• Decaffeinated 

• Cliche 

• Dated 

• Fiancee 

• Infuriated 

• Backside 

• Suffocated 

• Formaldehyde 

• Cliche 

• Fungicide 

• Sit stay 
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You even get to keep 
all the things you 
find (or nick!] tn put 
in your nice new 
treasure chest 


Part IV - The har- 
lender, the thieves, his 
aun andheriover 

Shipwreck 


First off you have to make a 
deal with Haggis by talking 
about the hand lotion. Pick up 
the bottle in the sand, bite it, 
then go to the hotel. 


Hotel 

Walk into the place and go 
through the door with the 
neon lights next to it, pick 
up the fridge magnet then 
use it with the pin to find 
out that the pin is magnetic. 
Use the pin with the cork 
and go and talk to the for¬ 
tune teller and ask her to 
tell you your fortune. She 
will put a card on the table, 
pick it up then repeat the 
whole process until you have 
five tarot cards. Pick up the 
cushion on the stool and the 
recipe book on the bar. Now 
go to the cemetery. 


Cemetery 

Walk through the place until 
you come to a dog, then pick 
up the mallet and the chisel. 
Take some of the smelly dog 
hair and feed the dog the half 
eaten maggoty biscuit. Now go 
to the windmill. 


Windmill 

Pick one of the peppers that's 
growing just outside then 
head for the beach. 

Beacii 

To get the egg that's in the 
tree, first put the cushion on 
the rocks, then hit the rubber 
tree with the mallet which will 
make the egg fall onto the 
cushion. Go back to the hotel. 

Hotel 

Go into the fridge room and grab 
a huge bit of cheese by using 


When things really get tnugh, just turn green and ugly and everything shnuld be fine 


the chisel on the wheel o' 
cheese. Now go back to the bar¬ 
tender and give him the egg, the 
smelly dog hair, and the pepper 
which he will make into a hang¬ 
over cure which works rather 
well, the rest he gives to you. 
While you are talking to him buy 
a drink, then use the chisel with 
the head-b-clear, then mix your 
drink and the hangover cure and 
drink the result. 

Mortuary 

When the credits have unrolled 
use the chisel on the coffin 
(bottom right) and then pick up 
the nails from it. Now, here's the 
weird bit; use the chisel to open 
the centre coffin and Stan (you 
know, the bloke you nailed in it, 
during Guybrush's previous 
adventures!) will pop out from 
it. Make your way to the hotel. 

Hotel 

Go upstairs and open the first 
door and hammer the nail on 
the wall in with the mallet and 
leave. Outside the room pick up 
the portrait and the nail. Next 
cut out the face in the portrait 
with the scissors and use the 
rest with the door. Go back into 
the room with the nail and look 
through the hole. Once the man 
has finished, go to the second 
door and use the laminated 
business card with it, that 
should let you in. Pull down the 
bed to reveal the skeleton and 
then use the coffin nails with 
the bed. You will have to use 
the other nail as well to hold it 


properly. Grab the dead bloke's 
book and go back downstairs 
and filch the mirror hanging by 
the bar, then quickly use the 
portrait face with the mirror 
frame to keep the barman 
happy. On your way out pick up 
the empty jar. Head for the 
strange lights. 

Strange lights 

In the village pick up the big 
block of tofu, the auger, and 
the measuring cup. Make a 
mask by using the auger with 
the block of tofu. Put on the 
mask and go through the gate, 
talk to the islander. When 
they have finished all the sac¬ 
rifice business throw the 
cheese into the lava below. 
Head back to the cemetery. 

Cemetery 

Go into the Mutual of Stan 
where you must buy some insur¬ 
ance from him. In payment you 
must offer him the pirate tooth. 
Go back to the hotel. 

Hotel 

Put the cheese into the 
cooking pot (above the lava 
stream), then take the cook¬ 
ing pot to Haggis who then 
lets you take the hand 
lotion. Go back to hotel and 
talk to the barman, you 
must talk about everything 
until he thinks you are a 
member of the family. Order 
another drink (if you 
haven't yet, order a drink 
with an umbrella in it). 
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happen!!! Before heading to 
Mutual of Stan pick up the 
engagement band. 

Mutual nf Stau 

Now you have to cash in the 
insurance policy by giving the 
death certificate to Stan, who 
will give you a pile of money! 
Head for the windmill. 

Windmili 

Go to the top of the windmill 
by hooking the umbrella on 
the windmill blades. There 
you have to fill the empty jar 
with sugar water from the 
barrel and go back down via 
the door and go to the small 
clearing by the beach where 
you will find Elaine. 

Clearing 

To get the ring of her finger use 
the lotion on it then pick it up, 
whereupon it will explode! Use 
the chisel on the jar lid. To trap 
the fireflies in the jar with the 
sugar water, use the jar with 
the Ues, then use the hd on the 
jar. Now go to the lighthouse. 

ligMIiause 

Turn on the lighthouse by 
using the mirror with the mir¬ 
ror, the lantern with the 
lantern post. Go to the beach. 


Then use the head-b-clear 
with the drink and quaff the 
whole filthy mess! 


Crypt 

Walk to the left, past the 
ghost and then walk toward 
the crack - Murray will fall 
from the ceiling. Pick up the 
crowbar. Look through the 
crack to see a room with a 
lantern, use the paste with 
the skeleton arm and pick up 
the lantern with the arm. 

Now you must frighten the 
bloke in the other room into 
opening the door for you. 
First put the lantern on the 
coffin lid then use Murray 
with the lantern - that 
should do the trick beautiful¬ 
ly! Go back to the hotel. 


Hotel 

Enter the fridge room and 
pick up the death certificate, 
then head up the stairs to 
the room with the skeleton 
where you have to open up 
the boarded up hole with the 
crowbar, what else? Next use 
^ the crowbar with the 
bed. This will cata- 
It the skeleton 
out of the room 
and into the 
Goodsoup family 


Most bad kids nor¬ 
mally get to stand in 
the corner - In this 
game they get to lick 
the front door 


and fill up the measuring jug 
with sea water. Use the cork 
and pin with the jug to make 
a compass. Talk to the Lost 
Welshman and ask him to take 
you to Skull Island which he 
will do as long as you have 
the compass. 


Skull Island 

Ask the winch operator to 
lower you down. As you can 
probably guess, Guybrush 
ends up falling, use the 
umbrella to parachute down. 
Once inside, talk to Andre 
and tell him you have SO 
much money it's embarrass¬ 
ing, then keep on about the 
diamond until he offers a 
game of poker (cards). When 
you are dealt the cards, use 
them with the Tarot cards 
and all hell will break loose. 
Go to the clearing. 


Clearing 

Use the diamond with the 
engagement band, then use 
the huge diamond ring with 
Elaine's ring finger. 


Party-Kiss of the 
spider monkey 

Talk with Le Chuck. (As if 
you have any choice!) When 
you get the chance tell him 
to get on with it and he will 
make you rather small. Then 
open the door. Talk to 
Dinghy Dog and eventually 
you have to ask him to bet 
how old you are. When he 
gets it wrong pick the 
anchor as a prize. Use the 
anchor with the pie pan, 
then use the bottle with the 
heavy pie pan and then use 
that with the stack of pies 
by the rat bloke who will 
fire it at the mime. Now you 
can go through the gate. 
Stand where the mime was 
and look through the hole. 


his hair. Go up to the snow- 
cone stall, pinch the pepper 
mill and then ask the bloke 
for a plain snowcone. Put a 
pinch of pepper, some 
Dinghy Dog hair and some 
meringue pie on the snow- 
cone and then eat it to 
make Guybrush the right 


size again. 


ParlV|--Gttylirttsli. 
kicks Dutt flifce agaip 

When you get to the first diora¬ 
ma, click lots to get off and 
pick up the fallen rope. Jump 
back on the car and go to the 
next diorama where you have to 
pick up the keg o' rum. Le 
Chuck will appear at this point 
- don't worry, you jump back 
on the car in time. When you 
get to the next one, open the 
lantern, blow out the flask of 
oil and then pick it up. 
At the last diorama go up 
to the snow monkey, dip 
the rope in the flask of 
oil, then use the rope 
on the keg o' rum and 
then put the whole lot 
under the monkey's arm. Go 
back down and wait for Le 
Chuck to return. When he does, 
use the pepper mill on him and 
there will be an almighty explo¬ 
sion! At long last Guybrush and 
Elaine can be married. 
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Abuse 

God Mode: 

Start Abuse with edit. Make 
sure the cursor is in the 
window, then press SHIFT 
and Z at the same time. 

Press the TAB button to 
start playing in God Mode. 

Actua Soccer 

Use this cheat to get a 
star team: Run the game 
by typing 

SOCCER - 01142475549, 

A|e Bf Empires 

Press Enter to activate the 
chat mode and then type in 
any of the following codes 
(case sensitive): 

DIEDIEDIE - Kill everyone 
RESIGN - Resign from 
the game 

REVEAL MAP - Reveal Map 
PEPPERONI PIZZA - 

1,000 food 
COINAGE - 1,000 gold 
WOODSTOCK - 1,000 wood 
QUARRY - 1,000 stone 

Alien TrilBjui 

Type in these nifty cheats: 

comeandhaveago - 

All Weapons 

ifyouthinkyouarehardenou 
gh - Unlimited Ammo 
nadiapopovXX (XX = 1-34) - 
Level Skip 

Beasts ane Bumpkins 

Cheat Mode 

Type KNEELBEFOREME' at 

any time during the game, 
a sound will confirm the 
cheat mode. 

Press Fll once to enter 
the edit mode and then type 
in any of the cheats below; 
-G - Lots of gold 



-ol03 - For man or woman 
-olio - For a cow 
-c - To duplicate the last 
created object 

-Ctrl-F6 - To remove the fog 
of war 

Press Fll once more to 
enter the Script mode. 

Type loadmission', then 
press Enter, then the 
number of the mission to 
load, 1 to 30. 

Press Fll again to exit the 
cheat mode. 

Binnd 

To use these cheat codes 
press T and then enter 
the code: 

cap in my ass - God Mode 
no cap in my ass - Turns 
God Mode off 
lara croft - all weapons 
and supplies 


calgon - Level warp 
onering - makes 
you invisible 
spork - Gives you 
200% health 

grisworld - 200% armour 
funky shoes - Super jump 
keymaster - Gives you all 
the keys 

goonies - Provides the full 
map on map view 

Capitalism Plus 

Type $$$***$$$ for 
$100,000,000 to play with! 

Champinnship 
Manager 2 

Buy any player for free: 
Choose any player and make 
an offer twice as big as his 
value, the team will 
automatically accept. Then 
re-adjust the offer to a free 


and choose cancel. If the 
player then accepts your 
offer you will pay nothing 
for him. 

Chasm 

At the main console, type in 
the following words for the 
relevant cheat; 

INVISIBLE- Two minutes 
of invisibility 
CHOJIN - Become 
immortal 

AMMO - Full amm 

ARMOR - 200% armour 

FULLMAP - View the full map 
KILL - Kill everything 

immediately 

Cemieanelie 3 

Whilst flying press 'R' 
and enter one of the 
following codes; 

RATZ - Invisibility 


COWZ - Freeze your 

enemies 

DOG9 - Re-arm weapons 

CAT9 - Repair damage 



This only works with 


Windows '95. To repair all 
your units to maximum 
health, you first need to 
ensure you have a medic. 
Then type; 5555555. 

Ceestructer 

If the council are giving you 
too many black marks, get a 
level two house and make 
the tenants the punks. After 
a short time, they will start 
to complain about a hedge 
and youTl be given more 
black marks if you don't 
reduce the rent considerably. 


CarmageililBe Cheats 

5000 credits instantly 

5 Hot-rod 

jelly suspension! 

AT the main menu screen 

F12 Switch between each 

6 Turbo pedestrians 

AIT-4 Pedestrians shown on map 

type ENABLE(quickly) to be 

opponent's camera and 

7 Invulnerability 

ALT-5 Pedestrian 

given access to all tracks 

your own 

8 Free repairs 

extro-bastard ray 

and vehicles. You can now 


9 Instant repairs 

ALT-6 Greased tyres 

use all of the other cheats 

SHIFT-F6 Show opponents 


ALT-7 Acme damage magnifier 

in the game... 

on map 

SHIFT-0 Timer frozen 



SHIFT-F7 Adds 300 seconds 

SHIFT-1 Underwater ability 

SHIFT-ALT-2 Instant 

First of all, when the race 

to timer 

SHIFT-2 Time bonus 

handbrake 

starts use F4 to cycle 

SHIFT-F8 Toggle shadow 

SHIFT-3 Oh dear. 

SHIFT-ALT-4 Turbo 

through the modes until 

between none/your car 

bodywork trashed 

SHIFT-ALT-5 Mega-turbo 

CHEAT MODE appears. Then 

only/all cars 

SHIFT-4 Blow yourself up 

SHIFr-ALT-6 

all the following cheats will 

SHIFT-FIO Increment 

SHIFT-5 Frozen opponents 

Blind pedestrians 

become available: 

checkpoint counter 

SHIFT-6 Frozen cops 

SHIFT-ALT-7 


SHIFT-Fll Lose 5000 

SHIFT-7 Turbo opponents 

Pedestrian respawn 

F5 Total repair 

credits instantly 

SHIFT-8 Turbo cops 

SHIFT-ALT-8 Five free 

F6 Toggle invulnerability 


SHIFT-9 Gravity has 

recovery vouchers 

on/ off 

Power-ups 

gone strange 

SHIFT-ALT-9 SoUd granite car! 

F7 Adds 30 seconds to 

0 Bonus 



the timer 

1 Mega bonus 

ALT-0 Pinball mode 

CTRL-0 Rock springs! 

F8 Freeze/Unfreeze timer 

2 Pedestrians glued to ground 

ALT-1 Wall climber 

CTRL-1 Drugs! 

FIO Increment lap counter 

3 Giant pedestrians 

ALT-2 Bouncey-bouncey 

CTRL-2 Grip-o-matic tyres 

Fll This will earn you 

4 Explosive pedestrians 

ALT-3 Oh dear, you've got 

CTRL-3 Pedestrian harvest 












If you do this you'll 
receive some white marks. 

With this done, put the rent 
back up and then wait for 
them to start complaining 
again. You can repeat this 
trick as often as you like, 
helping to build up 
hundreds, even thousands of 
white marks. 

The following cheat 
codes are for DOS 
Constructor only. The 
words must be typed in 
without any spaces on the 
single player or network 
selection screen. Each one 
must be finished by 
pressing return. You must 
make sure that you 
cannot see any words 
being typed into the 
screen. When successful 
you will hear a beep. 

Once in the game press C 
and you will notice a 'x' sign 
by the date at the top of the 
screen. This will show that 
the cheats you have entered 
are now activated. You 
cannot save a game and 
return to it later with the 
cheats still active. 

Speed471 - Allow speed up 
game in network mode 
Worker902 - Allow buying 
of workers at all times 
Gangster822 - Allow 
converting of workers to 
gangsters 

Weapons473 - Allow buying 
of any weapon for gangsters 
Tenants 127 - Allow 
selection of any tenants at 
any time 

Fences673 - Allow selection 
of any fence at any time 
Loans039 - Allow 
borrowing of any amount 
from the bank 
Estatesl31 - Allow buying 
of an estate without limit 
Houses738 - Allow 
selection of any house at 
any time 

Build909 - Allow CTRL 
when placing house at 
any time 

Actions674 - Allow use 
of undesirable action on 
easy level 
Gadgets337 - Allow 
manufacture of any gadget 
in gadget factory 
Missions824 - Allow alt I to 
toggle missions on/off 
Complain840 - Allow Alt P 



and Alt M for supplying 
police and bribes 
Cadets552 - Allow team 
change in single player 
mode only 

Maps751 - Allow playing 
of any map with any 
number of players 

Die Hard Trilogy 

To get these cheats to work 
pause the game then type R 
and 2 simultaneously to get 
cheat mode. 

Die Hard: 

Right,up,down,E : God mode 
Right,E,Down,0 ; Huge 
ammo reload 

Right,Up,Down,Down,E,Right 
(repeat) : Gun supply 

Die Harder: 

Type this code once for guns 
and twice for god mode: 
Right,Up,Down,E 
Right,E,Left,0,A,Down,E : 
Missiles and grenades 

Die Hard With A 
Vengeance: 

Left,0,Up,Down,E,Right : 
Infinite Lives 

Dungeon Keeper 

Type in 'please give all' at 
the main title screen and 
this should give you all 
the creatures, buildings 
and traps when you start a 
new game. 

Extreme Assaelt 

Operation Area 1 
Mission 1: Shoot the hanger 
floor to uncover a secret 
area. Besides extras, you will 
also find a teleporter switch 
which will take you to the 
final mission of this Area. 
Mission 2: Blast the hillside 
between the two trees 


located at your 4 o'clock 
when you start the mission. 
Mission 4: Take a closer 
look at the church clock - it 
works! Destroy the steeple 
of the church to obtain 
some extras. 

Mission 5: As you are going 
up to the village you will 
see a single tree on your 
left. Shoot the base of the 
mountain behind the tree 
and a secret place will be 
revealed. Here you can 
switch between the 
helicopter and the tank. 
Mission 6: Return to the 
tunnel you passed through 
before the mission started. 
Destroy the giant fan, it is 
blocking the entrance to a 
secret area. 

Mission 8: Descend to the 
castle ruins for some more 
power-ups. 

Mission 12: Go in the 
opposite direction as the 
green arrow is pointing to 
get some extras. 

Operation Area 2 
Mission 1: At the beginning 
of the mission you can 
reveal a secret area if you 
turn round and shoot the 
wall behind you. 

Mission 3: When the 
mission starts, turn round 
and take out the gun turret 
in the alcove. Then destroy 
the wall behind it to reveal a 
secret area. 

Mission 9: At the start of 
the mission, turn round and 
shoot the gate on the back 
of the rock bridge. 

Operation Area 3 
Mission 1: Descend into the 
volcanic craters to find 
some extras. 

Mission 2: Blast all of the 



Mission 3: First fly to the 
aircraft carrier to collect the 
power-ups. Next go to the 
border of the mission area. 
Wait a short time and you 
will see an airliner 
approaching. Shoot him 
down with a guided missile 
and then check out the 
beach. In the jungle you 
will come to a fork in the 
road; shoot the tree with 

VxirHo in if 


apparent dead end 
to enter a secret area. 
Mission 6: One way to 
complete this mission is to 
first destroy the generator. 
Mission 7: You'll find 
extras behind the first 
moving wall and after you 
shoot a hole in the cave 
wall above the rock. 
Mission 8: Drop down 
into the highest crater 

4-Virt Vv'nll rr>nnn 


Mission 4: Destroy the 
statue in the village for 
some additional power-ups. 
Mission 5: When you come 
to a cave with a shattered 
bridge, descend to collect 
some extras, then fly 
straight ahead and shoot the 


in Mission 2 for some 
nice surprises. 

Mission 9: At the moving 
walls go straight, then down, 
then straight and blast a 
hole in the end of the tunnel 
for some extra ammo. 
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the character's name. Type 
in 'nineinarow' and this will 
give you access to all the 
levels (like the one above). 
Also, typing in 'callmenigeT 
will allow you to get all the 
weapons each time you die 
and restart by pressing Shift 
and 8. _ 


Change your name to any 
of the following for the 
desired result: 
itsgaHus - Access to aH the levels 
iamthelaw - No poUce around 
itstantmm - Unlimited lives 
suckmyrocket - All 
weapons and armour 
itcouldbeyou - 
999,999,999 points 

At the character selection 
screen press Delete to change 


Operation Area 4 
Mission 1: Shoot gate 
number three to collect 
some more extras. 

Mission 6: In the room 
with the descending ceiling, 
there is a secret passage to 
the right. 

Mission 8: Shoot the wall 
by the ramp next to the left 
generator to get a few 
power-ups. 

Mission 9: Some of the 
walls hide secret rooms. 

Start shooting to find them. 




















I 


■-IAni:s, 





Holiday Island 

If you're dream getaway 
island is turning in to a 
nightmare, then try the 


If the force isn't quite with 
you, type't' to go to the 
command console and 
simply enter any of the 
codes listed; 

KILL - Kill yourself 
REDS - All weapons 
BACTAME - Full health 
WAMPRAT - All items 
lAMYODA - Light force master 
SITHLORD - Dark force master 
Y0DA3AMMIES - Full force 
ERIAMJH - Fly mode 
THEREISNOTRY - Next level 
RACCOONKING - Both Ught 
and dark force powers 
DEEZNUTS - Next force level 
JEDIWANNABE ON - God mode 

Little Big Adventure 2 

A simple, but extremely useful 
cheat this one. Hold down the 
Shift key and type TWINSENTS 
BACK to get infinite amounts 
of everything. 

Myth 

If you're stuck on this brute 
of a game, then hold down 
the Spacebar whilst selecting 
new game and you'll be able 


Operation Area 5 
Mission 1: Kill the two 
friendly helicopters after 
they help you. 

Mission 2: Under the rock 
bridge is an entrance to a 
secret room. 

Mission 3: Check out the 
area where the tanks are 
coming from. 

Mission 10: A the 
beginning of the mission, fly 
to the right just outside the 
tunnel for some extras. 


Operation Area 6 
Mission 4: Follow the ice 
path to a cave that hides 
some extras. 

Mission 6: Find the bridge 
on your radar and then go 
up to collect your bonus. 
Mission 7: Shoot the right 
corner of the large building 
for help in defeating the 
final boss. 


Network Play 

Use the name HAMMER when 
you begin a network game. 
You'll be able to use a unique 
series of pre-recorded messages. 


Hexei 2 

Press the ~ key to get to the 
console and then type in 
any of these cheats: 

God - Toggle God mode On 
and Off 

Give 2 - Gives weapon 2 
Give 3 - Gives weapon 3 
Give 4 - Gives weapon 4 
Notarget - Toggles On and 
Off whether the enemies can 
see you. 

Changelevel X - Changes 
level (Replace X with the 
level name) 

Restart - Restarts the level 
These should help you 
complete the game. 


Ignition 

Type in the following at the 
main menu screen and 
you'll hear a signal letting 
you know the cheat has 
been activated: 

BANARNE - High cars 
SKUNK - See only wheels 
FILMJOLK - Ignition on acid 
SURMULE - Get all 


following 
which 
give you 
all the money 
you could 
possibly need. 
Simply press 
and hold Ctrl, Shift, Alt 
and G to get a whopping 
$4 billion deposited in to 
the bank. 


options, and all the tracks 
SVINPOLE - Extreme close up 
SLASKTRATT - Get super cars 
Type in any of these 
cheats at the main menu 
screen and you'll hear a 
noise which signals that the 
cheat has been activated. 
Type the cheat in again to 
turn it off. 

Banarne - Big cars 
Skunk - Just wheels! 
Svinpole - Extreme close-up 
Filmjolk - Psychedelic 
Slasktratt - Get all the cars 
Surmule - Get all the tracks 
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The Cheats 

Type 'oh dear' over the main 
menu to activate the ALTl 
to ALTO cheats as follows: 
ALTl-Full ammo 
ALT2-Upgrade 
current weapon 
ALT3-Full energy 
ALT4-Indestructible 
ALT5-W0W!!!! 

ALT6-Mission completed 
ALT7-Deactivate enemies 
ALT8-Heli-mode 
ALT9-Tank-mode 
ALTO-Speeeee 


Men In Black 


IM 

During play, hit the Esc key 


and then type in 'Dougmatic' 


'AFIM IN BtACF> 

HE C A M < 

This will return you to the 



game. Press the Esc key again 



and type in whichever of 


.W w.. 

these cheats you like: 

• ‘ 

Protectme - Immortality 



Moveme - Level skip 


V / 

AGENTJ - Play Will Smith 


T T 

AGENTK - Play Kevin 
Cunningham 

AGENTL - Play Laurel 


L..- 

HQ - MIB Secret 
Headquarters 





Postal 

If you're struggling to 
overcome the army of enemies 
within the game, try a few of 
these cheats: 

Sternomat - Napalm 
Thebestgun - Auto-shotgun 
Dawholeenchilada - 
Grenades, missiles, napalm, 
and flame-thrower 
Thereisnoplacelikeoz - 
Skip level 

Thickskin - Armour 
Hesstillgood - Brings you 
back to life 

lamsolame - Invincibility 


to select any level you like. 
Alternatively, during a level, 
hold down Ctrl and press the 
+ key and you'll be taken 
straight to the next level. 

NBA Live 98 

For this selection of secret 
teams first click on the 
Rosters option and then 
choose Create Custom Team. 
Enter the following names as 
custom team names and 
youll have the hidden teams; 
EA Europals 
Hitmen AUSorts 
Hitmen Coders 
Hitmen Earplugs 
Hitmen Idlers 
Hitmen Pixels 
QA Campers 
QA DBuggers 
QA Testtubes 
TNT Blasters 

Need Fer Sneed II 
SpeclarEdiflnn 

At the main menu screen, 
enter the following codes; 
BOMBER - A 50s-type chevy 
TOMBSTONE - Daytona car 
FZR2000 - Futuristic car 
RUSHHOUR - More traffic 


Superhoops - Explosive 
pedestrians 

Hiavesomespam - Lunar gravity 
Mooseontheloose - Pinball mode 
Buyournextgame - 
Jelly suspension 
Ilovenobby - Shows 
pedestrians on the map 
Russformario - Electro¬ 
bastard ray 
Hamstersex - Blind 
pedestrians 

Naughtytorty - Pedestrians 
are respawned 
Boysfromthebush - Grip-o- 
matic tyres 

Tramsaresuper - Pedestrian 
harvester 

Rabbitdreamer - Wild gravity 

NHL Breikawaji 88 

Follow these simple 
instructions to get a player 
with 99 ratings all around: 

1 Create a player called 
Kelly Ryan 

2 Set his weight to 150 

3 Set his position as a forward 

4 Set his Jersey number to 1 

Now exit and then re¬ 
enter the 'create player' 
mode and he will have 99 
ratings for everything. 


Here's a couple of extra 
cheats for Need For Speed 
II Special Edition courtesy 
of Mandeep Sidhu. Type 
the following in on the 
main menu screen: 

Slot - Turns your vehicle 
into a clot car 
Hollywood - Bonus track 
Mandeep also sent in the 
following codes for 
Carmageddon: 

Givemelard - Lots of money 
Spamspamspamspam - 
Pedestrians glued to the ground 


Nuclear Strike 

Here's a selection of level 
codes which should help you 
through this arduous game: 

JUNGLEWAR 

BUCCANEER 

HAMMERHEAD 

DETONATE 

AHERSHOCK 

BLITZKRIEG 

CHESSPIECE 

NOMANSLAND 

BASTILLE 

LIGHTNING 

UNLEADED 
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GUNSRUS 





CHAINMAIL 

Rise Of The Triad 

RIDE - Missile cam 

HOTTIMES - Heat-Seeker 

PANIC - Loose weapons 

ONETWO 

Select a new game and 

TOOSAD - God Mode 

BOOZE - Drunk missile 

86ME - Suicide 

APACHELITE 

when 'The Hunt Begins' has 

SEEYA - God mode as well 

FIREBOMB - Firebomb 

MAESTRO - Jukebox 

EAGLEEYE 

loaded up and you are 

LONDON - Fog on 

BONES - Flamewall 

CARTIER - Reveal map 

CROSSEYED 

standing in front of the 

NODNOL - Fog off 

SIXTOYS - All items 


OLDSCHOOL 

Heat-Seeker, bash in these 

BOING - Elasto mode 

SHOOTME - 


SURFIN 

cheat codes: 

BADTRIP - Shrooms mode 

Bulletproof armour 


SHARK BAIT 


FLYBOY - Mercury mode 

BURNME - Asbestos armour 


MAD BOMBER 

DIPSTICK - Enable cheats 

GOTO - Level select 

LUNGDUNG - Gas mask 


CHEESYPOOF 

CHOJIN - Woundless 

JOHNWOO - Extra pistol 

GOOBERS - Restart episode 


MPH 

with weapons 

PLUGEM - MP40 

REEN - Restart level 


PHOENIX 

HUNTPACK - Outfit player 

VANILLA - Bazooka 

GOARCH - Skip level 


AVENGER 





WARRIOR 





Outlaws 

Screaeier Rallv 

Take No Prisoners 

Torok: 

pause in the middle of a 

A keen reader, John 

Type the following cheat 

To increase your firepower. 

Dinosaur Hunter 

fight and type lAMKING. 

Howson sent in these 

codes in on the main screen: 

first press SHIFT and ~ to 

Go to the main menu and 

Wipeout 2097 

cheats for Outlaws - we 

TRAMO - All tracks 

get to the console and then 

enter any of the following 

thought it would be 

CARBO - Hidden car 

enter the following code: 

codes under the 

Edward Hale sent us some 


criminal not print them. 
OLJACKPOT - Add items 
to inventory 

OLPOSTAL - Gives all weapons 
OLASH - Gives full ammo 
OLCDS - Gives super map 
OLGUSHER - Unlimited oil 

Level codes: 

OLTRAIN 

OLMILLS 

OLRANCH 

OLCANYON 

OLTOWN 

RednEck Rampage 

There's a number of cheats 
c^^this game all of which 
duri^ e typed in at any point 
gpr^g the game: 
rDaJA - An aiming site 
amnij'-Have all keys, 
rDBE- etc. 

RDELV ' 

RDGUNr ^^ssage 'Hvis lives!' 

RINVEm - 

RDKEYS ~ inventory 
.bt all keys 


„A:odes and kick 


^^ED - God mode with 
;ems, ammo and 
weapons 

SWCHAN - Press J to fly 
SWGIMME - All : .. 
items added to inventory 
SWTREKxx- 
Warp to any level 
(xx being the number of 
the level) 

SWGHOST - Clipping 
SWMAP - Automap 


LEALL - All leagues 

tar Trek: 
ar Fleet Reademy 

If you want to be able to fire 
weapons whilst still cloaked, 
try activating the cloaking 
device and then go to red alert 
status. As long as you manage 
to get a red alert activated 
before the ship disappears, 
youll now be able to fire 
whilst cloaked. 

Syndicate Wars 

Type in POOSLICE as your 
name to enable the cheats 
- you'll know if it's worked 
if a weird tune plays. Then 
at the research screen press 
the following: 

0 - Add more options to the 
research menu 

U - Finish a day's worth of research 
ALT C - Complete the level 
ALT T - Teleport active 
agent to cursor location 
SHIFT Q - Full weapons and health 


IMPULSE 911 - infinite 
ammo for all weapons will 
now be yours. 

Tkeme Hospital 

To use the following codes 
you must first enter the 
code 24328 on the fax 
machine and then press the 
green button. You can now 
enter the following codes at 
any point during the game: 
CTRL Y - Go to the end of the year 
CTRL C - All research complete 
SHIFT C- $10,000 
CTRL M - Go to the end of 
the month 

SHIFT + CTRL + C - Get all 

items in the game 

IDGA Tperieg Gar 
Ciampianskrp 

Enter your driver name as 
one of the following; 
CMGARAGE - Two extra cars 
CMTOON - Cartoon sky 
CMCOPTER - Chopper view 

Total Annihilation 

Press enter to get to the 
message screen and then 
press +, followed by one 
of the following codes 
(remembering to press 
enter again afterwards to 
activate it): 

ATM - Increase metal and 
energy by 1000 
Radar - Acts like 100% 
radar coverage 
DoubleShot - Twice the 
damage of all weapon fire 
across board 
NowISee - Exposes map 
and turns line-of-sight 
option off 


Enter Cheat option: 
THSSLKSCL - God mode 
CMGTSMMGGTS - 

All weapons 
BLLTSRRFRND - 

Unlimited weapons 
FRTHSTHTTRLSCK - Infinite lives 
RBNSMITH - Big heads, 
invincibility, all weapons, 
unlimited ammo and credits 
SNFFRR - Disco mode 
DLKTDR - Wireframe mode 
THBST - Gallery 
FDTHMGS - Credits 


Type these in during the 
game for the relevant effect 
Mo money - Extra Troops 
Way mo money - Extra 
Power-ups 

Virtue Fighter 

For invincibility press 


useful tips for Wipeout 2097. 
If you type RUSH on the 
title screen and then at the 
main menu type: 
xteam: Enables the 
piranha team 
xclass: Enables the 
phantom class 
xtrack: Get all tracks 

If you pause during a race 
and then type in these: 
Psymega: Infinite weapons 
Psyprotect: Infinite energy 
Psyrapid: Get the machine gun 
Framrate: Displays the 
frame rate 
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In the next solution-packed issue of PC Strategies 
weVe smashed the biggest recent PC releases. 

Just check out what's on offer: 


Fully mapped players' guide - all the levels and all the secrets exposed! 


Stunning players' guide - every mission and every level cracked! 


m IP n: Road tio tJUofr-ld '90 

A tips and cheats bonanza - we show you how to get the most out of the best FIFA game yet! 


Add to this solutions to a host of other top titles ^ 
for the ultimate PC gaming experience. Don't miss it! 
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PC PHANTOM 


LOGIC 3 

PC WHEEL AND PEDALS 


SPORTS MICE - GOLF & SOCCER 


Superb features, robust design and build 
quality, and great value are the hallmarks of 
the Logic 3 range of PC CONTROLLERS. 
Made to work with the most exacting 
software, and with state of the art 
technology and features, some never 
seen before in the computer 
industry, the Logic 3 
PC CONTROLLERS put the 
player in total control. 


The PC Phantom Joystick is 

an advanced Controller offering a 
sensationai T-Bar Throttle Control, 
4-way Viewing, Duai speed Auto-Fire 
and 4 high speed microswitched 
Fire buttons, its unique Sure Grip 
control handle allows the player to 
control even the most demanding 
of flight sim. programmes with 
accuracy and comfort. 

£29.99 


The PC Trident Pad is a highly sophisticated Digitai/Anaiogue 
controller with an eight way Directional thumb cursor and a 3D 
Analogue Stick. The unique ‘soft touch’ grip ensures superior 
comfort and control at all times. It has 6 Fire buttons, and facilities 
for Throttle, Rudder, and 4-way Viewing, With operational modes in 
Analogue, Digital, CH & TM. Independent Auto-Fire and an LCD 
Control panel complete the attractions of the PC TVident, the 
worlds most advanced PC Controller. 

£29199 
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Unit 27, Northfield Industrial Estate, Beresford Avenue, Wembley, Middlesex, HAO INW, U.K, 

Tel: 0181 902 2211 Fax: 0181 903 6625 

All trademarks or trade names are the registered property of their respective companies. 


LG40GF & LG40SR | 


Racing games will never be the same 
again! With the Logic 3 Wheei 
accurate and professional driving is 
availabie for aii. The Logic 3 comes 
packed with features, inciuding self 
centring technology, 6 Fire buttons and 
an 8-way D pad. A unique programmable 
Steering rotation angie system 
provides the user with complete 
flexibility in reaction response, and 
the Wheel itself has a removable 
leather type cover for enhanced grip 
and reaiistic feel. The Logic 3 comes 
complete with a Stick Shift and spring 
loaded racing Pedals. With many new 
racing games soon being launched, the 
Logic 3 is assured pole position. 

£59.99 





















